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3D Multi-screen Rescue 

Mission on the 
48k Spectrum— E6.95 

User-definable keys, Kempston, 

Cursor and Sinclair joystick compatible. 
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Our ultimate 3D program — tt. 
screen mission to save the dyrri 
crawler crew trapped al Braxx Btur. 
UndocK and land, walk in search of 
the crawler, drive it through the marsh- 
the ruins and the desert — one tracP^ 
wrong and you are dead! — skinn th, 
rocky seas at top speed ... the native; 
are after your energy, but caution 
costs time and the Crew are dying. 
There never was a cockpit-view 
mission like the one to Braxx Bluff! 
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BACKPACKERS GUIDE TO THE UNIVERSE 

Tm start o( Ztggy s mamnrwih quest 



FROM TIN SOLDIERS TO COMPUTER GAMES 

W« iak« « kxsk at Gftfrm Wodtflhop 



DKTBONICS 



CRASH RfADERS AWARDS 1984 

Vouf chanca lo vole for !fie best games 



EDITORIAL 

lodexes and One GHRS lAtKEYS 



NEWS INPUT 

A bcief roundup lor the month 



ADVENTURE TRIAL 
Oeiek go6S siouihing 



ADVENTURE OF JETMAN 

More deep space idiocy 

FRONT LJnI 
Our new column ftx war^nvers by Angus f^yall 

CRASH HOTLINE & ADVENTURE TRJAL 



PtAYtNG TIPS 



THE TERMINAL MAW 



ON THE KEYBOARD 

Up and O&minfl games pr6vi>ewS 



GIANT'S REVENGE 
Win Tftof s new gdme 



dolur soft 

Wtn two new games 



GASTLE BLACKSTAR 

H«4p C S oui of a problem 



JOIN THE UNIOUE CLUB 

aixl win |tire« new gama«? 



KOKOTON! WILF 
GennwimirteEiitefietl 



CRASH SMASH 
Warned: Monty Moie and Shartock 

Plus loads of new games Irom St^verso^, Virgin, EfilB. 
Unique ar*d many, many more 
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UPSETTING 
EXPLETIVES 

We have received several 
tetters from readers 
complaining about naughty 
words rn CRASH No 7 
(August), which appoar^d in 
my Editorial pages and m \he 
news item about the cdtapse 
Df Imagim Software, Ouite a 
few of tf*e ootresponctefiiis 
tinked the appearance of 
these words with railing 
starKlards in computer 
journalism It seems to me to 
be an entireiy irrelevant 
argument Standards in any 
fbnrt o< >oiimali^ni are to do 
wtth accuracy; interest and. 
atx^e all honesty o1 
expresston ~ not with the 
occasional use of an 
expletive t'm well aware of the 
mora] that usir»g swear words 
is a tailing of proper 
eK press i^on and generalfy 
applaud the sentiment, but I 
think society at large is today 
capabie of aeceptirtg that at 
selected times a simple wofd 
cai> express a range and 
strength of personaJ feeling 
that a well constructed 
paragraph cannot If the 
paces of CRASH were filled 
wit^ expletives m the 
profusion to be found in colour 
supptement magazines, ttwn I 
would accept iha! our 
standards were slipping The 
editorial piece about Imagine 
was wntten from an 
impassioned point of view, 
and as such I regarded the 
use of the word bull" " ' 
censored for fear of further 
upset I) as appropriate I'm 
sorry if i1 offended readers, but 
I do not apologise for usii>o it 
in the context. 

In the c^se of the news 
ptecaotL Emagine, the 
expletive was used by Bruce 
Everiss over the telephone in 
conversation with our reporter, 
and rts repitrtion in the article is 
entirely justified as feponage 
CRASH <ioes nol swear lightly 
Of convedertly . If i m nol 
mistaken, Mr. Everiss used 
predseiy the same sentence 
when speaking later the same 
day to a reporter from Popular 
Computing Weekly, and they 
too reported his words 
vert>atim. 
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CHRISTMAS SPECIAL 

Plane are wetl u nder way for a 
CRASH CHRISTMAS 

SPECIAL edrtion this year. 
This wilt be a bumper bundle 
(as they say) of competitjons 
and articles There will also be 
a giart free double-sided 
poster, which also acts as a 
caler^ar for 1965. included in 
every copy. Because of Ihe 
amount of work ar^ material 
going mto it. it will cost a bit 
more than ttie usual CRASH 
(although subscribers will 
receive it as part of their 
rK>rma]subscfipilon). It should 
prove good value, fio waver p 
due to the large number of 
interesting competitions w© 
are arranging together with 
many software and hardware 
homoa. which win mean 
arlioaior hundreds and 
hundreds of lucky winners. 
Out on sale on the 1 dth of 
De«mber. price Ci ,25. the 
Christmas Special is in 
practice the January issue o1 
CRASH - but we promise you. 
it will be a very different and 
Special edition. 



EL CHEAPO 

Ive gone on qute a bit about 
the price of software in past 
issues, and in the last ofie I 
mentiooedthat CRASH would 
be behirxl any software house 
that coutd produce really good 
programs at a cheap pnce 
Now I have seen three games 
from Atlantis Software that I 
really do think are worth the 
asking phce arxi that fiaven'i 
been wntten down to match 
tfw pftee All (hree are 
reviewed in this issue. 

In the main, however, I atUI 
remain to be convirKred that 
really innovative games can 
be properly devek>ped and 
marketed at such low prices 
The argurrient that itle^af tape 
cxipying would lessen if alt Ihe 
games were soid at C l .99 
seems sadiv unfounded, 
{udgirtg by trie response to 
dale of our piracy 
questionnaire Tne problem 
remair^s . 



ATIC ATAC MAP 
WINNER 

ACG Key winner, Malcolm 

Berry (14) from Rayleigh in 
Essex, travelled up to Ludlow 
together with his mother, 
father and sister, to 
receive his trophy for winning 
the Ultimate AtJc Atac Map 
Competition. The Berry family 
were invited to lunch with 
CRASH Editor Roger Kean 
and Art Editor Oliver Frey 
before the presentation was 
made. Malcolm's mother told 
us that he's always drawing 
and designing things. The 
striking version of Atic Atac's 
cover had apparently been 
done long before the 
competition was 
even thought of 
and Malcolm 
thought it 
would come in 
handy for the 
Map. 

After lunch 
Roger Kean 
presented 
Malcolm 
with the 
ACG Key 
trophy in 
the very 
room 
where 
the 

competition 
judging had taken 
ptacesome weeks earlier 
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same room 
is now piled 
high with maps 
for the Sabre 
Wijtf Map 
Qjmpetilion. 
vA\\dh looks likf 
being an 9ii^w 
YvardGf 
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^\ judgirvg job than thai for Atic Atac' The 
im SabFe WuJf winners will be announced m itie 
tA next issue and wiO receive a trophy of the 
WL ACG Amu let which Ultimate is haying 
VL nrvade up now Like Hi© ACG key, the 
m Amulet will be comptetely unqua. 
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ONE CHR$ INKEY$ 

JASON WEST ltv«t In Orplfigton, IC«ni and has bMn a CRASH nMder for lom* tlm«. 
Ha haa atrong opinloni about computar magazJnea In ganaral and computaf joumatiamt 
and waa probably tha raadar mo«t upsal by tha CRA5H/PCG war of Morda. 



REVOLUTION! 

There you sil with your game 
anti watch . wond^&nng what to 
do next Suddenly you Ctad 
tHirsts into the room with a new 
Spectmrn. Wow,' you think, 
and set it all up. Ah, now what? 
Thrown into disarray you 
deade 1o do the first importani 
tiling - gat a compuler 
magazina Olt you go to tha 
newsagents, open the door 
and BANG! Multitudes Of 
sparkfsng, glossy magazines 
wait 10 drag you into their 
mMid. Behind the tiKHJsands ol 
maoeziri^s y<^ manage to 
catch a glimpse of a daily 
newspaper 

Such i^s the banality of com- 
puter pumaiism today It isn t 
new^ anymore: bJing out a 
maiEia2ine thhck and gtossy 
enou^ to outshine the other 
^heir-inhabitants and it's a 
sure-fire hit. Another way of 
attractir>g potential buyers is to 
emblazon hatf tt>e oonrents of 
the magajEine acioss tha front 
of it - and don I (orget the 
a^tdusive reviews ai^ compet- 
)lK)ns. 

Flicking through the prehis- 
toric magazines Of 1981 (yes- 
dinosaurs were j^st nearing 
extinction then) the conservat- 
ism in them is amazing. For 
instance, the letters page is full 
of letters which read as thoujph 
Ihey were written by universiiy 
stiAdertts studying ' Emotional 
amJ Physical Psychology as 
toW by E5r Arbuthnott ! No sar- 
castic c^>mme^t$ or {heaven 
torbid) funny letters. Leners 
Insttad wfth such headings as 
'EiTonWMJS Facfona}^ and 
Poftnaneau Word' - don't 



JASON WE£T IM 

» CQllictlDn Bi 
iimv compilir 
mfi. If^w 
nlllBi pi»r tattr- 




look at me, Tm ju$t as con- 
fused 

Things t>egan to pick up wrth 
Wm amval of the Genie from 
LowB Electronics and the 
ZX81 Bui, later on came the 

Smes! An adventure for the 
B1 would set you t^ck 
£14! Thank God the Spectrum 
wasnl around then! Most 
home oomputer magazines 
today carry the weight of about 
ten or more software reviews. 
Not $0 earlief on in the revolu- 
tion! One software review 
appeared in a magazine of 
December 1981 The software 
in question was for the Com- 
modore PET and cost £400 - 
arid you loi complain about tt>e 
price of S&bre Wulf\ 

As time went on there were 
more adverts arxJ by I he time 
the Spectrum arnved software 



houses began to estabEish 
ttwmselves wrth a sudden 
influ3( of money to fund one or 
two glossy adverts in an 
equally glossy magazine. 

So we arrive at the present 
day arid find that magazines 
become thicker, the adverts 
gJossier and larger and the 
editorials koriger and seem^ 
ingly subtler. But already 
slanging matches between 
magazines m the mam running 
have begun Editors calling 
each other's magazines 
names and even beginning to 
swear in their ediiohats Wnen 
It is necessary for an editor to 
swear to make his point 
known, then it is time for him to 
give up journalism. I am nol 
offended by swearing at all - 
but in a computer magazine? H 
is more effective for a journalist 



to twist his words rather tt\an 
using twisted wocds. 

VWhat does the futu re hold for 
computer jpurnaFism*? Who 
knows? Three or four years 
ago there were about five or m 
computer magazines for sale. 
Today there are aboul twenty 
to twenty-live Will ttie fledgling 
industry be crushed by rts own 
development? For our sakes, 
let's hope not! 



ROGER KEANrepllei:'/Ve 

afready covered Urn poinl 
&t>Qut the swQBnng eartmr, but 
f must contBss to bBing pui- 
zhd atx)ut Jason s logic about 
swear words app&mog in 
computer fnagazinas - he 
says he's r>ot offended by 
swearing AT ALL. Again, one 
might refrain from sw^anng in 
a church because of the con- 
text, but are computer 
magazmas to be aompared 
with churches? What's so 
spBctal about compuier 
magaiin&s and the writing 
cor^tainad in them that $o sets 
thBft! apart ihjm o(ftef written 
materiBl? It's a neaf aphorism 
to taik at>out twisbng words 
rather than using twisted 
words, but lo my mind O/Je of 
the b^ggeBt fathngs of any form 
of journalism i$ the way in 
which words are constantly 
twisted to tmpty a ditt&rent 
meaning to the one supplied 
originaify^ ' 



INDEX TO REVIEWS IN THIS fSSUE 
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ALCATRAZ HARR V 

Mastertronic 1 23 

ASTRONOMER 

C.P Software 92 

B.C. BILL tmagtne 17 

SLACK TOWER Dollar Soft 68 
BLADE THE WARIOR Cable 09 
BR AX X BLUFF M tcromega 1 9 
DOG FIGHT Slogger 13 

EIGHTS AllantiS 94 

FRANK N. STEIN PS.S: 124 
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ftNTS REVENGE Thof 95 
HYPERACTtON Sllversoft 102 
JUMP Unique 16 

KOKOTONI WILF Elite 1 08 

KOSMIK PIRATE Elephant 14 
MASTER MARINER Attantis 19 
MATCHING PAIRS CCS. 12 
NEXT WAR AssassJn 14 

RED ATTACK Unique 125 

RIFLE RANGE Mastertronic 94 
SHERLOCK 

Melbourne House 



SHOW JUMP LMS 
SPACE ART Eclipse 
SPECIAL OPS Lothlonen 
SUICIDE ISLAND Dollar Soft 
TERRAHAWKSCRL. 
VAGAN ATTACK Atlantis 
VERTIGO Unique 
WANTED: MONTY MOLE 

Gremlin Graphics 
WAYDORiM.S 
WHODUNNIT? CCS. 
||fR£CKAGE Unique 



Pehphercd periecfion 




Ho moie lufni^ima wjift the gatne toniioiM^ys. ttow YOucon 
ham toystick conuol on the ZX Sped mm %ie Eempslon 
japtick mi^rtdc* allows all jopiiolts in th« K^ff»p$ton longe 
(and otheis thai aie Atari compatible) lo be used with t be 
Spectmm Simply plugs into the edge connector 
No mod iHcahons necessary OHL7 £ U . M 



juaiisy ;i .-is.i^.*at a reasonable price 
Featutes Top Ere buHon ioi one handed Ihumb contiol 
i Tnggei bullon ioi one handed indent finger coniiol Eai^e 
tiie bat for lelt oi Jigiil handed control 8 way aicade 
quality lea( switches fiobbei letuin achon 1 5 metre cable 
Commodore and Alan compatible See joysMck ml erf ace 
lo r Sped m m compatibll it y OMLlf £ 1 a . 7 § 




The uUimole loyshck lor ihe homA compu1«r Features 
: Ergonomic design and nylon covered sleel shall 8 i^cry 
arcade qualHy lea! switches Dual tire buttons (or left or 
nght handed play Eubber relurn acUon for smoolhness 
* ! 1 Smelfecoblfl 

Commodore and Atari compatible Seejoyslick inleilace 
lor Spectrum compatibility omv E 1 1. SO 



PBO 
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HI I 



Coiiipalible wiih ZX [niertoce 1 the Pro Interlace has ihree 
9-wa?D Sockets Two of the sockets oilow corxipalibiJHy 
¥rilh Sinclaii 'Fsion soitwate whilst ihe third oHers the dual 
taclUtY oi both Kempslon joyshck soltware and cursor key 
fiollwaie The Pio Ihtetfoce also features a cartridge slot for 
ftOM based software Om.? £10 »S 




connedion lo any pimtei which folio wt^ the WS 232 protoco) 
^ Th€^ inlcrlQce has its own EpCOM alEowing the UM Ot 
NerwQrdii LUST LPftINT and COPY W<} tccotomend the 
Brother £f44 i>imtei lor use wilh ihi^ mi^rlac^ 
tntefiace complete with coble and connectD r QHVi £4 5 , CM> 



CSINTEBMS 






The Eempslon Centronics interlace win oUow you loyhli^e a 
tasi range of pnnters with an industry standard cenironics 
mpul pon on Ihe ZX Specimm tnterfac* t has all operating 
eoECiiriands held man EFROM so plug m and its ready to 
use omY £49. 99 Inteifacii S odorlhg iimdor realures a& 
above bul soltware roulines are ptovided seporalely to 
mttiolise the interlace belore use OHIY EJS.M 
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MICRO" ELECTRONICS LTD 




Full d«rioll-i on all ow producli cne ovailo&l^ on request 
STCf plwi* Motlprodttcttoreavsiloblefiom WESmith Boon, 
Spoctnim Cc:;>fDipul«i Centiet good crompuiej ihopiqi dired 
Ali prices include VAT ond P * f Plea» atloni 21 dayi toi dativory 



E* jh ptloa Mic ro E l&clTonici Lid Sinii^r W<Ey 

WQburnJiood Indyslikok Lilola K&mp^lon iN^diord MK4^7Ar 

T#l (Oa M) a^li 13 TelM aafiO?! KEMPM J G p^ 

Trade tnqum^t Welcom* 
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WANTED: 

MONTY 

MOLE 

Producer: Gremlin 

Graphics 

Memory required: 4flK 

Retail pfioe: £6,95 

Language: machine code 

Author: Peier Harrap 

Tbe Inlay says that this game 
has caused quite a stir v^h 
games eKperts, the natiofial 
pr^ and television. Televi- 
sion was natural Ey interested 
because the game contains a 
caricature ol Arttiur Scargii), 
the Miners' Union leader, in 
fad a sequence was stwivn on 
TV News at the height of the 
sthke It's been reEeased simul- 
taneously for the Spectrum 
end ihe Comnrodore 64, but 
levtonmcs in the CRASH otfica 



feei that, with all the Commo- 
dore s better looking graphics, 
the Specify m version is the 
better game of the t¥ra. 

The stofy goes Ihat it's a 
k>nq, chiliing winter, and Monty 
Moie makes a daring bid to raid 
his local South Yorkshire pit to 
snatch coal. Battling ttirough 
flyir^g pickets, man-eating fish, 
coal crushers and drills, he 
escapes to emerge in Arthur's 
Castle. Seizing his only 
chance of topping the great 
man. Monty collects the secret 
ballot papers and vote casting 
scrdf. But Arthur's no fool 
when it comes to the heavy 
stuff and hjs personal body- 
guards pul up a struggle. 

So much for the bturb - what 
about the game? Instant view- 
ing will bring Mantc Miner Ubi 
Set Wifty to mind, and r>oi with- 
out som« justification, tor 
Wanted Monty Mole is a com* 
pIeK platform game with a 
jumpir^g character and inter- 
linked rooms to the rr^aze, 
There are also a few guessing 
tricks involved and a strategic 
element to finding the route 
through a room or series oi 
rooms. Monty himself is an 
endearing charactef likely to 
reappear in more games, who 
has an attractive walking gait 
and an athletic jump very 



renniniscent of his miring 
cousin from Surbton. 

Unlike Manic Miner, which 
erKls on the syrface. Monty 
starts on the top in a scfeen 
with a bridge over troubled 
waters, squirrels dropping 
acorns and a steaming bucket 
The bucket looks tempting - it 
should be. for without it ooal 
won t even appear in the mine 
shafts to be cdlected First 
timers, take heed - grab the 
bucket arxJ run like hell! The 
mine shatis contain ropes, 
moving platfofms and dk^- 
with -death crushers as wdl as 
ghosts, mcMisters and deadty 
machines. There are also 
objects to l>e collected t^ut only 
the coal lumps score points 
The ot^ects do. however, have 
their uses, and it will no doubt 
be the cause of much specula- 
tion and playing hints inissues 
to come, as to what does whai: 
Orre thing is ce^in, some use- 
ful Dbfeds cannot be collected 
until a particular tool on 1h© 
screen has l>een colled ed first- 
In all there are 2i rooms, or 
levels, to get through. 




CRITICISM 

• In my view Monty Male will 
tje a future Spectrum hero and 
there will be posters of him 
adorning ©very wall in Britain. 
After hearing about this game 
on the NewSn I thought it would 
be a winner, and wtien it 
arrived I found I was right H 
you liked Mantc Miner {is there 
anyone wfto doesn t?J you will 
love Moniy Mole because it s a 
classic pJatform game, more 
complicated and, in my opin- 
ion, better than Mantc Miner, 
The graphics are certainly up 
to MM standards and with no 
serious attribute problems. As 
lo the sound - well the Spec- 
trum s never been up to much 
on sound, so don i expect too 
muChl I found this game fun to 
pi ay and certainly addictive - 
this has gol to t>e one of the 
best games tor the Spectrum 
this year and definitely worth 
buying./ 

• Monty Molars a fantastic Jet 
Set Willy type of game with 
BxcBlient graphics and a good 
use of cofour throughouf, i 
liked Monty Aecause hB is welt 
detBitBd Bnd BnimBted, as are 
the tfying pickets, hair sprays. 



I 
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</0briS antf so on, ft is v&ry 
BMictr^, ana / will b^ comtng 
back again and again. JhB 
only thfng is that a tort of con- 
tinuouB $omd wouldn't hurt. ' 

• Thi^ program carries on 
wrtwe Manic Miner \ett oH on a 
similBf platfomi basis, again in 
ttw fnlntng maumry As the 
^Bfno proQresMSp Vh& dangers 
increase dramattcally, Monty 
ii very ^1 animated, and 
movM about with ease from 
the wetl positioned control 
keys. Well into t^e game the 
elusive Arthur ScargilE appears 
wtth a big head and a huge 
oofik. Overall I goi compfetely 
immersed in this ^ell thought 
out and highly addictive game, 
9^^ I think will provide many 
hours of fun; 

• One ot tha mapr distinc* 
Dons fiefweefj Monty and 
Willy, IS that Monty faquirm a 
dmtl ot (ack in certain situa- 
tions. itk0 th& c^osrters. While 
this migM be UfOught to 
reduce the pl&ying skill ete- 
mant, it does add one of sheer 
tfiriW and nerves. The graph- 
ics, design and ammaUon ofatl 
me moving characters i$ 
exceflent, amusing and attrac- 
tive, md ^ai adds quite a bit 






,rt'»ri«»d^<> 



to the ptayabHity ot the gama. 
Whether Monly Mole i$ tjBttm 
than Manic Miner wtHhave to 
fBmam a question ot the near 
future, and mor^ hoars play- 
ing tsuspBCt it might be better 
by a touch: batter than Jei Sot 
Wiily? / don't know that either, 
pmtty much as good though. ' 



coMMEirrs 

Control heye: Q/A up/down, 

O/P lett^right, B to SPACE 

= jump 

Joystick: Kempston. Sindair 

ZX2 

Keyboard ptay: very 

responsive, good positiorts 

Um of cotoun excetleqt 

Graptiies: very good. 

sensible scale 

Sound: good 

Skill teveta: 1 

Lives I 

Screens: 21 

General ratftvg: hlghty 

addictive, excellent value. 



86% 
94% 
95% 
B8% 
96% 



90% 




Us^ of computer 

Graphics 
Playtbtlity 

Getting started 
Addictive qualities 
Value tor money 
Overall 



If you think that dragons, 

^^^ wizards and warlords 

are dangerous, test your skill 

and daring against pirates, 

Indians and wild beasts 
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Never before has J. M. Barrie's nfiagic world 
of the Never land been so real. PETER PAN 
-The Adventure Game takes you to the 
realms of pirates, lost boys, Indians* wild 
beasts and Captain Hook. Explore the 
Island, fight the pirates, save Tiger Lily and, 
if you are really fearless, destroy Hook and 
steal his ship, to return Wendy and the boys 
safely home again. 



An interactive^ real-time 
adventure , it^th animated 
jSEraphics and a host of 

taracters for the 
48k Spectrum. 



If vour ICK^I deader doesn't stock PETE ft PAN - The Advfffitur« 
Gamv. iu$t £afid off tt\rs coupon -pf&asa ^fow23 dbyf for d&tfv^ 

Pk?3S« rush mq LJ copiesof PETER PAN -The AdvanturttGimi 
ai C 1 9 5 { €9 J5 plus £1 p&p) I efictose a cheque/P pay abkg to 
Hodctef & StOMghtofiLld fof C ordrtjil mv AcceW 

BardTOrdl^. 1 1 t L M I ] I ] l1 

Signed ...■■■....,..,,.**-►., 

N>3rn8 .mmt*mi*t*M*M 

AOfl r(?SSi h I « * P >■ P li * i » V « ' ■ - - * ■ i a » ■ ■- * 4 *■ ' • ' • ' I ■■■■■■*■- i - 

. . , , . Post cclda 



Sendto Hodder&StduDliiMiri Ltd, C$D23 fA) 

PO Bo^6. Duntofi Gr#en. Sev&noaka. KsmTNIS ZXJt 




VAGAN 
AHACK 

Producer: AUantis 

Software 

Memory required: 48K 

Retail price: £1,99 

Language: machine code 

Author: John Green 

'Star Trek" style gam^ 
ifsjoyed great populanty on the 
2X8 1 and ihere have been 
some versions for the Spec- 
trum of varying success, what 
disnnguishes Vagan Attack 
From the others is that it's a 
vary good game and unNke 
nntosi eafliar varskKis, which 
were expensive, this on^ is al a 
btxlgel pnc€ Desprt^ the title 
and ihe alteration of some fave 
names like Klingons. Vagan 
Attack is a classic Trekkie witti 
the advantage of hkgh speed 
adHDfi. 

The scenano goes boldly 
where others have ^>rm 
belore - ihe Federation has 
been caught by a surprise 
Vdgan attack Only you and 
your shjp Andromeda stand in 
the way of Vagan domination 
of the galaxy tou must des- 
Ifoy all the Vapan ships and 
bases within a limited period of 
time. 

The galaity is divided irtio 64 
Quadrants, each of wfiich is 
divided into 64 sectors Sec- 
tors and quadrants are rep- 
rasanted in the classic nota- 
Bontf lofrn, blocks being num- 
bered 1 to 8 acfoss the top and 



iaidir pA^im wtMrt omiri kavt gent Nhm - ^yt iiQirif ii bintr. Hw titatnt DAyiiHi iottn n^m v«ain Attici 



information about your ship 
and the battfe situation and the 
Damage report lists any sys- 
tems damaged by enemy (ire. 

Vagan bases are armed wfth 
lasers and plasma bolts and 
are guarded by Vagan ships 
Federation Starbases support 
the Andromeda, and on dock- 
ing with one. all weapons are 
replenistied and aJI damage 
repaired The bases, however, 
are very vuleratrie to Vagan 
attack 

The Andromeda s weapons 
include 2 pfasma tubes with 1 2 
plasma bolts which are f^red by 
specifying course Th^re are 
two indeperKlentty operated 
lasers and the ali important 
artti-matter bomb. There is 
only one available and it will 
destroy everything within the 
quadrant Its effects may effect 
the Andromeda S engines and 
leave radiation behind that will 
damaae the ship should it 
efiter the quadrant again. 




down tf>e skies. There are 
three visual scans available to 
the commander of the 
Andromeda, the Galaxy Chart, 
which shows all 64 quadrants, 
guadranis where the 
Andromeda has already been 
gfid wtiether Oiere are any 
VagM ^Ipfi or start>ases in 
thc^ quadrants It also indi- 
Mtes how many stars. Federa- 
tion and Vagan starbases and 
Vagan ships there are in each 
of the quadrants Most of the 
action part of the game is 
dayad on the Short Range 
Scanner which gives a detailed 
view of the quadrant occupied 
by the Andromeda. Addition- 
ally the Status report gives 



The screen disptay of the 
Short range scan is sp<rt into 
two squares, one on the ieft i$ 
the visuai scan showing tiie 
position of ttve Andromeda (a 
curiousfy familiar shape], that 
of stars and Vagan bases, 
ships or starbases Firing 
actions can be viewed on the 
screen both from the 
Andromeda and from the 
enemy. As Commandef. you 



have various command func- 
tions available at a keypress 
These are listed under Control 
Keys in the Commerts Mdion . 



CRITICISM 

• After Co0e NBme Mat no 
Star Trek' type games have 
been produced This g^^ne 
haf>gs on to the strategy side of 
Star Trek' but in a more fun 
sort of way. Graphics 
responses are excellent being 
fast, colourful and, text- wise, 
pteasing Overall. I think this is 
the best traditional ' type of 
Star Trek game I have seen. 

• Vagan Attack has shEde^ of 
Code Name Matin the i^ensB 
of a space arcade /strategy tt 
is 0xC0ptiOn^f v&lu0 for £1.99 
considering its corwptexify 
The screen tayout is very &iBSY 
to fofhw Even tt^ough fhe 
graphics dant move much, 
tfiey seem to work in this 
game tts very ptayabie arjd a 
sure winrjBr. one of th& best 
fr&khr\g games for th& SpBC- 
trum and at a cheap price ' 

• A great deal of detail has 
gone into this Trekkie game, 
especially on the graphics 
Side The specially generated 
screen text is very neat and the 
way it is laid out is easy to fol- 
low in what are general ty rather 
compteK games Life isnt 
exactly easy on level one and 
there are 9 1o play ; levels affect 
the numbers of enemy and the 
amount of time you have to 
save their galaxy from vagrant 
Vagans, Very oftefi in Trekkie 
games, this isn't possibfe, and 
the CommarKler must sit and 
wail for an opportunity to break 
in tp enter a fire command. 
This real time aspect makes 
the arcadish sequences much 
more fun ttian usual Its arnaz- 
ing that a game of Ihts quality 
arrf conifrieKity shouid be on 
sale at £1 99, and good ludc to 
Atlantis for bringing it out. I 
would heartily recommend it to 
any trek fan as a worth whtie 
Investmeni; 



COMMENTS 

Control keys: numerics tor 

weapon direction m degrees. 

10 for ion drive (localised 

Iravel). TE =; tetron drive 

(longdistance), 

LA - lasers. 

PL - plasma bdts. 

AN = anti- matter bomb, 

GA = galajry map. 

ST - status report, 

DA = dam^prafiofi 

LO = tong range scan, 

SH - sJiort range scan, 

AB = abort command 

Joyattek: none required 

Keyboard play : requires 

practice as fast decisions are 

needed 

UM of eolQur: very good 

Qfaphies: good nice text and 

Mfierally dear graphics 

§ound: rxjtmurfi 

Skill levels: g 

GcHierai ratfng: tremendous 

value for TreK' fans, general fy 

good value lor most players, 

makes for a good 

two- players -on-the'Same-side 

game. 



fiJtach 




Use of computer 65% 

Graphics 68% 

Playabinty 73% 

Getting started 77% 

Addictive qualJties 71% 

Va I ue f or money 63% 

Overall 73% 
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B.C. BILL 



Producer: Imagine 
Memory required: 4eK 
Retail price: £5,50 
Language : m a c h I n i^ cods 
Author: Eric the 6«ar(?) 

Wtiottw th© B C before BHIs 
name means Before Compul- 
ers or Before Crash is noi 
slated on the inlay, but the 
game is ceilainly post-lmagim 
ar>d is now marketed by Beau 
Jolly, che London company 
Ihat secured the rights to nrnr- 
h©t Imagine s garrias 

B.C Bftl will probably cause 
some lufoce or other as il is a 
game of sex ism. sax and viot- 
ence^ The basic object is to 
club women into a slate of 
Insensibility SO that Bill can 







ot>o 1 




eat anything Iheif touch, Indud- 
ingBill 

The game is played across 
aeventeen years and the 
amount of food available 
depends on the seasons whkt\ 
can be seen changing as you 
play. A shortage of food may 
result if) some wives dyng. in 
which case ihe kids will leave 
home then 8ill finally dies of a 
broken heart 

0. C Bift comes wifri a lavish 
inlay card which also contains 
a lonq and absurd account of 
the life of Eric the Bear, sup* 
posed writer of the ganr>e tnit 
whic^ one may assume is 
entirely apochryphal. The 

?ame idea apparently comes 
om Mark Butler himself and 
so he myst take any triame 
wtiich attaches for its 
chauvinistic attitudes! 
jncid^^ntaljy. although it 



IX . Biiy utt iwt Off iOiiitr Hi it tiuiil Witti na 'habd ' , ttifl m\\ 6\\h > ^ : 



:hi^: 



jrtY 



drag ttiem <rff to Ns cave to be 
wives. Once in the cave they 
start pfoducing chitdren. sig- 
nified by the periodic arrival of 
a red stork, baby in beak The 
screen shows the cave, two 
befchirrg volcanoes and a large 
CO) feet I ng area where the 
women wander around waiting 
lo t^ clubbed The more 
women, and children there are 
in the cave, the more food Bill 
must give them Fortunatety 
tie teod aiso wanders around 
waiting to be dubbed and 
dragged off. One problem Is 
Ihe predatory dinosaurs thai 
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doesn't say so on the tnlay, 
B.C. Bit! wifi load and play with 
the Currah micro- speech unit 
plugged in. so you can enjoy 
Ihe very good music by Atxlul 
Ibrahim as well as the rest of 
the effects. 



CRITICISM 

• After being subjected to 
Imagine s last two programs I 
loaded th^s one with some 
misgMnas - please dont let it 
be another Cosmtc Cruisef 
My prayers were amswered 



^Ui!^ 



and I was rattver pleasantly 
surpnsed BC Bitl is the best 
thing out of Imagine for a lofig 
time (even the last time?) The 
game is originai. has very good 
quality graphics and it tS 
PLAYABLEI A thir>g recent 
Imagine games have not 
been; 

• B.C. Bitl /s futt of very good 
graphics and exceifent sound. 
Ctubting mvbs Bnd feeding 
ki^ c&fi be qum ditficutt as 
the g^m0 is piayedovm many 
seasons with tesjs food about 
in the winter than m the sum- 
mer The edibfe dinosaurs 
must be clubbed from behind, 
white thm dangeram ones can 
be kitted for points. I thtnt^ this 
one's B bit chauvinistic (it it 
had a girt f boy option like Ant 
Attack, perhaps it mfoht sett 
better}. The detait of Biff is 
especiatly good when he uses 
his ctub or gets eaten Very 
addictive andhjn to pt&y. HI be 
coming bacf< to th^ one for 
more 

• B. C Bitl is a rather strange 
game which has its points The 
animation of Bill is very good, 
when he jumps up into the air 
to smash his dub down, but the 
other graphic characters are 
pretty flat and uninteresting. 
Also, while it may t>e realistic to 



raise kids and keep them for 
seventeen or eighteen years, 
it's very strenuous in a game! 
Another touch of fairyland joy 
is the stock bringing in Ihe 
bathes (well -didn ttheyj? The 
graphics of the women leave 
no doubl as to their gender - 
enormous black t^bs sii heav- 
ily on their chests so that they 
resemble pre historic versions 
of Dolty Parlon's brg sister. 
There is a good tune and some 
nice etfeas. allhough on occa- 
sion rl does sfow down play 
Overall a novel idea that lacks 
something in play ability IKow- 
ever, it may have been the 
ganre to save Irr^agina - too 
late now ~ too bad^ 

COMMENTS 

Control keys: aftemate 

botoom row keys for left right, 

third row/second row for 

up/down, top row to dub 

Joystick: AGF.Pfo^ek. 

Kempslon, FuHer. Sinclair 

Keyboard play: reasonable 

responsiveness, but slightly 

awkward positions 

Use of colour: qurte good, the 

type of game precludes too 

much 

Graphics: very good on BilL 

less so on crthers, overall 

reasonable 



MATCHING 
PAIRS 

Producer: CCS. 
Memory required: 4SK 
Retail pnce: £2.99 
Language; basic 

Another from the CG S. Char^ 
lie Charlie Sugar budget 
range, Basically a mermxy 
testing game- fJatching pairs 
offers one or two players a g/id 
of 24 squares arranged as a 5i>c 
by f ou r board I n these sq uares 
12 different cokjurs will 
appear, rarnkimly scattered, 
each colour repealed The 
object is to look dc^ely ai the 
very short preview of the col- 
ours and then match up all the 
squares of matching colours 

After the p^ev^ew Ihe col- 
ours vanish to be repJaced by 
numbefs The player is ask^ 
to select a number and the col- 
our ol that square appears 
briefly You must then enter Ihe 
number of the square which to 
also the same colour. 

There are five levels of pal* 
terns to be matchedp each 



more complex than the tasi. 
The players' scores are calcu- 
lated by pairs matched against 
the number of tries taken, but 
loo fow a score win prevent you 
entering the next level CCS, 
say this game is a variation on 
the well known old favourite. 
Belmanism. Never heard of it? 
Never mind. 



CfilTICISM 

# UBtching Pairs is okay but 
not exacUy great fun It really 
comes down to a lest of mem- 
ory (or luck) ! But you can cheat 
to if you wish - rKDte. if you type 
in a SPACE after typing in the 
match number, ttie computer 
will tell you the answer is cor- 
rect? Generally I found this lo 
be one of those have-a-few- 
goes -now-but -never again 
games It teft me ir^ a ial«ce it or 
leave it frame of mind. I left it/ 

• / think this game may Offer 
th& famjfy hours of fun on one 
of those days when you re ted 
up with speciality arcade 
game such as . This gamers 
defirtitely not fun for one player 
as it does tend to get boring 
and ovarwhelmmg after a bit. ' I 



m 



Sound: excellent lurte, may 

bcamplilied 'i^ia Currah 

mJcrgHspaech 

Skill levels: progresstvo 

dilUcul^ 

Qtmral rating: ml9(ed 
feelings from revjewers from 
average lo vefy good. 

Use of computer 75% 

Graphics 78% 

RayabHIty 77% 

Gettfng started 76% 

Addictive qualities 69% 

Value for morrey 64% 

Overall 73% 



DOGHGHT 

Prodiioef : Slogger 

Software 

Memary required: 16K 

R€teilpnce:£6.d5 

Language: machine code 

Author: A. W. Gilbert 

Dogfight is an aerial oornbat 
game for two players, very 
mudi along the lines of those 
on !he Ataii VCS Combat" car- 
tridge K allows a deal of flexi- 



bifity for the players in skill lavel 
seieclion. There are eight to 
chose from which affect coridi^ 
tions such as whether (here is 
ground 10 fly over or not size of 
eornbal area^ aircrar! speed, 
biittet hit area allowable and 
numtoer of hits required to kill. 
Your aircraft are World War I 
to-pianes and you am given 
51 2 rounds of annmunition. 

Leve* seiection is elegantty 
achieved by a large grid offer- 
ifig the eight skill levels across, 
while vertically an axis con- 
lains the various ingredients. 
Wilh this method it's possibrie 
to select the tyiM of condilrons 
you want tor piay Selecting 
groyrkj conditioris mear^ that 
the base of the screer^ has 
some very hilly ten^ain with a 
valley. 8y navigating acoi- 
rale>y it is possible to fiy your 
aircraft vertical [y down through 
Ihe narrow gap to escape, 
reappeanrv^ at the top of the 
screen. This mai^oeuvre can 
be used to surprise your oppo- 
nent 

Other features on screen j 
rnclude a large movir>g cloud 1 
which periodically hurls out 
bolts of lightning that can des- 
troy a plane if it's hitn and whirl- 
ing propeller blades Aircraft 
running out of time will start to 
belch smoke. 




EQmpliif d - me ten en tram Iftilihino Pilri 



• Mmohing pairs has a 
Imitod mami and m^ht even 
be considered as an educa- 
tionaf program almost. For the 
general games player ii is far 
too simple an idea to be play- 
able fof very long. At El .99 it 
rrtighl just be worth consider- 
ing, but at £2M it really isn i; 

COMMENTS 

Control keys: numeric input 
and ENTER 
Joystick t unnecessary 
Keyboard ptay^ reasonable 
Use of colour: quite nice 
vanalK>ns 




Graphics: extiernely basic 
Sound: reasonable tune, 
entry t>eeps 
Skill levels: 5 
FMtures: 2 player game 
General rating: very limited 
appeal guess^r^- memory 
game, may surt your^ children 
well. 

U se of Gom p uter 55% 

Graphics fsl/A 

Playability 47% 

Getting started 5B% 

Addictive qualities 32% 

Va lue for mo ney 40% 

Overall 47% 



PQll. 
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• l haven't seen this type of 
game for a lor>g lime - arcades 
of Ii me i n fact. It does lend 1o be 
fairly enjoyable for two players 
but realfy ttoesnt have any 
lasting appeal. Quite a few 
changes can be made to this 
game if you feel that way 
inclined, ^peed is one of itie 
major changes The graphics 
are smooth, but a little flashy, 
or should 1 say. fUckery Colour 
and sound has been used 
fairly Cloud movement is quite 
a novel idea tor this type of 
garne Overall, quite playable if 
you are in ftvo. not over- 
addKiive but it is over-priced/ 



two then il is great fun fot a 
while and ceri:ainly requtres 
more skill and tactics than the 
old Atari Comt^at games. The 
graphics are neat and reason- 
ably smooth in animation, the 
sound works quite well and the 
controls are simple I m not 
quite swe how to react to Dog- 
fight I did enjoy it. it could be 
addtctive in two. but I can'1 
realty see it having much last* 
ing appeal It isn t a bad gime 
at all, but somehow, notquilea 
good one either 




• Th&e Aave fcaen m^ny ver- 
Btofis oi ffte BBfiBl combat 
gaiFUB sincB the Atari VCS 
came out with the Combat car- 
tridg&, but no/?e that ha^e 
been tfiaf good, and this ver^ 
SfoHp la my opinion, foliowsin 
(he oth0r$ toots f&p^ me 
graphics are average but /flc- 
kory and the sound is poor. 
Dogfight makos qwt^ a ^food 
two player game which ts fun 
with other pBOpte, but if you 
take a very good look at it. 
youil see that it's a very ba^ic 
sort ot game wrffr not much 
tasting appeal ft may appeal 
to younger children. 

• Had fDogfight appeared a 

Kaar ago it would undoubtediy 
ave l>een a big success. The 
rnain problem with it. I thinks is 
that it hasn t enough variation 
in the basic garr^ to make II 
addictive, and it does have to 
be played with two players to 
be any good at alL If you are in 



Control keysr Dive f ar>d 0. 
Climb q and P. sJow is CAPS 
and SYM SHIFT, fast Z and 
SflEAKJireAarKJENTER 
Joystick: unfortunately not 
stated anywhere 
Keyboard play: fairly well 
posifior^ed for two-player 

Same and responsive 
ise of colour: above 
average 

Graphics: rather sinnpte 
generally aircraft nicely drawn 
Sound: poor lo fair 
Skill levels: 3 
Lives: depends on hits 
allowance 

General rating : a somewhat 
otd fashioned game with 
reasonable level variation ^ not 
thought to be very addictive 
and a irnte expensive for what 
ft offeiB. 

Use or computer 55% 

Graphics 49% 

Playability 5S% 

Getti ng s ta rted 57% 

Addictive qualities 39% 

Overall 47% 
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KOSMIK 
PIRATE 

Producer: Etephsnl 
Software 

Memory required: 48K 
Retail piice: £5.65 
Language; BASIC 

You are capiarn of the out- 
dated space craft R&d Beard 2, 
vvhich basically makes you a 
pirate You have embarlced on 
a course of action which will 
resurt m your wreaking havoc 
in the orbital shippir^g lanes. 
The Red Beard has lorpedoe^ 
with which to attack, a worn out 
ar>d unreliable on-board com- 
puter, and a crew consisllr>g of 
drones and cellular beings 

The game is played [ike a 
simple optiori advanlure- 
cum-sirategy game, the 
screen display being the com- 
puter cfeplay for the ship Dur- 
irig chases, says the inlay, the 
oorfipuler will give you a rep- 
reoemation o1 the chase and 
attack. This lakes the form of a 
semi-30 representation ot 
space with a firing cursor, mov- 
ir^ stars and a victim ship 
U&tng the directional keys will 
eHeclively bring the victim into 
the firir^ line. 

A damaged ship may be 
boarded and plundered You 
oould become dictator o( 
Earth 



ILr 




be answered in numeric form) 
tt lakes a long time for tfie 
computer to accept the ans- 
wer If by mstah© you press 
the wrong key at the wrong 
time, the game crashes I have 
also discovered thai when I 
chose to attack a ship, labori- 
ously typed in the values of the 
lasers. crew and power etc ^ 
and finally got to do tiattle. that 
the movement keys don1 
work/ 

• biVhere dd you sisrt with this 
game? No indication is given 
as to whBt you are supposed 
to be doing fat l&asi not in a 
dif&ct form). 7?7e screen is 
totatty crammed wffi tntornta- 
tion, the maprfty ot it being 
comptet^tY us&tess. The com- 



J 


■ ■iinaiM 1 M 




- -^y 1 ■ B 


1 




"Bi 


3^^?SSzl.9^' 


&r* ^^ 


1 






■ 


W 


-' '^^ - " . 


^1. 


1 m 


i»i4»e» ^I^S 






^ rrTTs 


- * : ' ; "O*-.^ 






Co».STflT N 


MOSTTur 
LEUCL 




1 


(^RMOURHCKT 




L laKT 


m 






1 -:^Xvi£ 




^t'^T'^VlTi iijB 








^^^^mt4 i^ 




7ay. 

95% 


%Hi 



Hm Hid BtMti lUS t d^gr ^Qffl^lt^ ID ^mUitl tfa# thhp 
Ipiicitii 1 elifflftmd mini 



- «Dd pirfaifi 1 tll^l ftti ftcnin 



CHtnCISM 

• There is Obviously not 
enough instrudjon provided 
with this game, so it is very 
hard to understand what is 
goir^ on And from what I can 
yfMlerMand. this is a very bor- 
ing game with no sound and 
harciy any graphics. When the 
program asks for an input (to 
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pwfer asks tor inputs - #te 
inputs are not acknowledged 
-someftmes you have to keep 
your trnger on the key for 
minutes before aniyttang hap- 
pens 

There are some movfng 
graph fcs m the game, 
although what you are meant 
to do with them, i'm stiti not 
quite Bure Where has att ttie 



eMCitement for aii the f amity 
gone? One of the most pathe- 
tic attempts at programming I 
have $een for the last twelve 
months. ' 

• The inlay makes a heavy 
point atXHJt noi using the 
ENTER key. yet without any 
instruction, there doesn i seem 
to be any other way of getting 
the thing working All too easih^ 
you can be presented with a 
d^icalely woven tapestry of 
stars working their way down 
the screen with the metawe 
finally appearing - SYSTEMS 
POWER DOWN Very (unny - 
yes, you've crashed. Great! 



How come a games program- 
mer can spend more time 
working out a ctevern dever 
way of crashing a §ame than 
on the actual game itself? In 
play. Kosmik Pfrate is a sort of 
strategy simulalkjn with knobs 
on - yie knobs in this case 
being to find out how to work 
the ^ip in the fir$t place. Sim- 
ply ill-eKecuted rutsbish.' 



COMMENTS 

Contf ol keya: (for space 

attacks) CAPS/X left right, 

B M up down. Sto fire 

otherwise nunneric input 

Joystick: none 

Keyboard play : tern ble with 

appallmg responses 

Use of colour: rather 

pom II ess and very messy 

Graphics: poor 

Sound : poor to rKsn^xistent 

Skill levels: i 

Lives: i 

General rating: terrible. 



Use of computer 


7% 


Graphics 


S% 


PlayabJlity 


3% 


Getting started 


0% 


Addictive qualities 


0% 


Value for money 


1% 


Overall 


3% 



NEXT WAR 

Producer: Assassin 
Software 

memory required: 4BK 
Retail price E6.00 
Lang u age machine code 
Auttior: A. Young 

Next War i$ a battle simulation 
with a scer^rig set m the r>ear 
future with the NATO forces 
under your control facing a 
nrassed attack from ihe War- 
saw Pact battalions With an 
option to Initiate nucEear war- 
fare, Next War shoutd probaWy 
be played to a background ol 
Frankte Goes to Holtywood. 
The game is for one player 
against the oomp^uter and 
operates m an interesting 
manner, namely that all your 
allowed moves for vanous 
units are entered and when 
Ihis is completed, the compu- 
ter moves its forces one fnove 
at a time, while the computef 
displays the moves you have 
alrea<^ entered, also a move 
per unit at a time This elimi- 
nates, to some extent, the 



J \ 









usual draw back to so many 
strategy war games that uriits 
seem to make enormous leaps 
across the counbyside in a 
flash. 

There are siiK main 
scenarios mduded in the prog- 
ram, al) loaded at the same 
tin^, and these comprise: 1) 
Base Defence - an introduc- 
tory soenaho: 2) Surprise 
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fJiSPEECH 
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Speech Synthesiser for ZX Spectrum 



CURRAH fiSPEECH is f eac^ (o talk tmi 
pGw«f Hjp. tid s an infifiite vocabulary and outputs speech 
and ZK Spearum sound through youf TV speafcer. There 
is no soltware to load wtm /iSPEECN — sophisticated 
Caoe Array technology means you can jist plug in and 
Stan constructing words and sentences nice this: 
l£rss ^ "sptc^pc (nnNoo) (cefvir wifl say "speak no 
evtri Fufiher commands comrD) tfw "voicing* of keys as 
they are pressed, and an intonation r^cfrity allows yoit to 
add expression to the speech. 

fiSPEECH IS fully compatihle with ZK Interface 1 and 
ma^ be used with itie CURRAH fiSLOJ Expandable 
Mochertx}ard. albwing easy expansion of your 2X 
system. ftSPEECH and fiSLOT will also be compatible 
witfi the CURRAH fiSOURC£ unit when it arrives later 
th5 yeai, allowing you to write Aaemblcr and FORTH 
statements dtfectiy into youf BASIC programsi 
Top selling games lite ULTtMATE'S Lunar Jetman 
feaiuie pSPEECH voice output — watch out for other 
dUes from Bog-flyte. COS, Ocean. OurcksjJva and PSS 
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SPECTRUM STCW?ES and good deal* ^ — 

Of use the fomi to order the CURRAH SPEECH — 
the CTA 'Pff^^Bf !hf Yec-* I I9@4, 




CURRAH 



MotiSliit i«^^ H 1 1 4L19 c^h ffvl VAT & P £ P | 

Addroi iplGArfivig 



I 

O ■ 

I eiNieloie J cfi«ipji#D pii^Miip to 1UliodSpen!h Dflrt' vaM 1 | 

orii;Nmy^Cf^^H^»J>Ci.iJfttonj:ri I I I 1111 IJ. U. 1 | 
CM^-wMts^/fmiMv I 

t^i^ 5«« Id MttfwFCWSfww Stand ilf wimi^^I 



LhE 3D ADVERCU^E 
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AVALON 

For the first time ever there ii 
^n all acuon. 3D adventure 
ganfie wrUi sturmiog 
moving giaphic^ - the 
uniquie Avalon 
Onty Hewson Conisuitanes coukJ 
bring you Avaion with its awe 
inspiring animatJon Avalon is the 
Dreakiri rough that OfirigsaiSvenTure 
to lite. In tihis chaJlenging gaine you 
must u^ your antral pro/ection hAofX 
the Mdge to seartri into the heart of 
the life of Gta^ and forever banish the 
Lord of C^^os before he can subject 
Earth to the Dark Ages for a ihousand 
years You must explore a three 
dimensjonar worfd with more than 
Z20 separate roorm and over 30 
tunnels On your way you wifl be 
challenged byove/ a hundred 



animated foe$, got>lrns, vi^arths, 
guardians and evrl wif ardi roiir onty 
protection is the rrugk of your spNis, 
Av^lcwi. by Shteve Tumet , is [he 
adventure game of the year, and es 
availabie NOW* from youf local 
sofiw^af e stocfcfst. Rememtsef, a world 
of gf^phif adwernure awaits foe 
only £7.95 

Ottwr tlll« rw ZX5fM€tnmt 
so StIllDiAA A W^ICM - Siaw TlarnftT 

MOW. 
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Attac*, wtwre you must rush 
tef oes to the front to hdd off the 
Wafsaw Pad forces, who have 
altffi^ed trofn barracks; 3) 
NATO Last Stami. the deslnic- 
Uon of the la^ NATO units ofi 
the continent of Europe: 4) 
Ftealitv. whhch showvs what 
would realty happen w^re the 
Warsaw Pact ever to atiack; 5} 
fWTO Counleratlack - a 
dream scenano! 6) User 
designed, which enai^es the 
player to set up game ele- 
rrwite lo hl&'her own chofce. 

As you can see from the 
above, N^xt War takes place 
Ofi the piaif^s ol Gerrnany The 
map, t^asically a green screen, 
shows the location of cities^ 
towns, hills, forests and 
swamps Your toroes are 
infanlJ7. englnMra, helicop- 
ters and laFTiks. which are 
shown in white and facing left. 
while the enemy forces are 
Shown in red facing hght This 
orientation is innpotiant 
because inlormation lir>es at 
the bottom of ttie screen will 
show wtiat type of unit has 
defeated or imm defeated by 
you witi a Mack symbot and 
the dire^^ion it is facing in is a 
quick raference^ 

Unte may be moved m 8 
diredior^ and a cedain 
number of moves depenciirvg 
on tt^e unit type Units whicn 
may bG moved flash and pres- 
sing tt>e appropnale direclion 
key will cause it to n'K^ve one 
step- This way, units majf be 
moved with great flexibility. 
With the move compteted, the 
unit symbol retyms to its start 
posrtion to await the Movement 
Phase, units of both sides will 
try to fulfill their orders and fight 
automaihcaily with any results 
being displayed in the informa- 
tion line. Artillery has a range of 
3 squares, andtarg^is must be 
setected According to air 
Sfrerbgth available an option for 
an airsthke on a single target 



may be offered . 

me basic objectrve of Next 
War is to hold the Warsaw pact 
forces for long ©rK>ugh lo allow 
NATO reinforcements to 
a/rive. According to ctjrrent 
trerwds of thinking, the player 
will be doing weiL if he can hold 



' offers options to see the 
enemy s structural make-up in 
rough or In detail and ask for 
commarvd aid (usually refused 
m the cpening moves) There 
is a tot more to Next War than 
can be usefulty contained in 
short review, and much of i1 
must come from ttie player's 
ejtpenence as the instruciions 
are not particularly detailed 

CRITICISM 

• T?iiS game has a very 
gloomy outlook for the future 
with five different tevels of play 
to destroy mankind, plus one 
level you can define whether to 
nuke the Russians or bomb 
them to hell t thought this was 
a very poor war game whkji 
tacked realism, using small 
graphics thai don t resemble 
tanks or anything like a 
weapon at all' 

• Next War m one of f/ie mo$l 
fhxtbh war games / have 
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off the enemy for at least 25 
tuftis, at which point rein- 
forcements should arhve aruj a 
victory can be possible. The 
timescale is 12 hours each 
turn Between turns there are 
two ptiases which are very 
important - the Rernforcement 
phase and Ihe Command 
phase. The first alkws the 
allocation of reinforcements {if 
there are ai^y}, the second 



ptayBd of this type - that is; 
moi'if^g forces aroijati and 
ptaytng ffte compt;fei' 
Although you are up agBinst 
overwhelming forces, straleg^ 
teat disposition of your units 
can afhw you a gr&at d&at at 
success. Assassin have afso 
overcome one of the more tar- 
ing aspects of such games 
(the Movement Pha&e) by turn- 
ing if into an&himatedmove by 



moi/e sdquencB which does 
fGqwf0 th^ piayer io act ort 
Bftiliery and aifsthke attacks A 
continuing drawback m the 
battle game, however, is me 
sc5/e 0/ the graphics. Natw- 
atiy. on an area m big as this 
and With the amount of torcm 
m actfon. there is a limiting fac- 
tor to (he size of ifte characters 
you can have The result i$ 
always t&ss than satmtactory 
and Next War suffers with fhia 
too. I ^mk the ardent war 
gamer, who witi undoubtedly 
enpy the tactical opetatmn m 
much as I did, wtlt also seri- 
ously considBr the use of a 
home-made board to control 
the game, or at th& very least a 
hst. One drawback t disco- 
\/ered to Ne)d War is the rather 
limited instructions cof^iained 
on the mfay It is hard to dis- 
cover at first what your umts 
are, comprise of or are doing, 
and note taking is recom- 
mended until you are com- 
pletety famihar with if all ' 

COMMENTS 

Control key a: fl directional 
keys pi us some command 
keys. sensibJy an-anged 
Keyboard play : movement 
response is faihy fast 
mm of coioyr: red. ^reen, 
white and black, leasonabty 
defined 

Graphics: small symbols, 
includes explosions 
Sound: very Jrmited, just 
beeps on actions 
Featuri»: user-desigr^ 
scenario 

General rating: a superior, 
slick war game for the purist, 
sole player 

Use of CO m p uter 7 1 % 

Graphics 63% 

PfayabNIty 70% 

Getting started 51% 

Add i cti ve q u a I it i es 67% 

Value for money 68% 

Overall 65% 
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SHOW JUMP 

Produce r: IMS Software 
Momory required: 48 K 
Retail price: £5.95 
Language: machine code 
Author: Richard Tonkin 

&fow Jump comes in ofw of 
lh€ larger sized plastic cas^ 
s«tle cases, the son thai have 
a wallet fof ihe inlay HQwever 
thew are no m^njctio^ or 
descriptions on the inlay. This 
mighl be considered a draw- 
back to IMS smce lumping 
horses over fences doesnt 
Bound like too good a (hifig on 
the Spectrum as Htcksfe&d 
proved Which is a pitv. 
because Show Jump aciLially 
has a rather elegant way ol 
preseniirig the simulation. 

When loading is completed 
the player is oftef ed a choice of 
definable keys for the five con^ 




large graphic of horse and 
rider, they can be seen walk- 
fng. trotting Of cantering to 
speed quite accuratelv 
although they stand on the 
spot un approaching a fence, 
seen on the ptan below, the 
fence seen from the side 
appears from behind the timing 
square <^rid rushes towards the 
rider, aJ lowing a very accurate 
Judgement to be rnade as 
when to jump. EquaHy, running 
into the edges of the jumping 
area results in the floweis 
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Irols - faster, skwer . left, right 
and jump, and a choice ol B 
courses over which to iump 
These are of ir>creasing com- 
plexity in layout, but all with ten 
fences of various types The 
playing screefi is divided inio 
two areas The larg^f is a 
green rectangle bordered by 
ttve tradrtiona]; show jump 
fkwers with a pfan view of the 
fences, a blue chequered 
Wock for siaiijng and a red one 
tor finishing, Your horse and its 
rider are represented by a 
short line with a sinall V for the 
head. 

Above this is a narrower strip 
with a red bordered square 
containing the time elapsed 
since crossing the start (real 
time) and fault points accnjed- 
The rest of the strip is an ani- 
mated sjmylation. and form the 
etogant solution lo present ing 
this garne. On the right is a 
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appearing gntif the horse runs 
into them and you retire hurt 

As in real show jumping, the 
fences must be taken in a 
specrfied order. This is indi- 
cated by the next jump to be 
taken flashir>g Taking a wrong 
jump Of going over it in the 
wrong direction will mean dte* 
qualil^cation. 

CRITICISM 

• On first lookir>g at Show 
Jump I thought, oh no. another 
very t>asic looking attempi at a 
Sp<Kl simulation that can t work 
well on a small home compu- 
ter But I changed my mind 
after a few minulse. The 
screen looks attracftve, always 
a biq help, and the animation of 
the horse and ndef is excellent. 
A loi Of detail has gone mto the 
game, for instance the border 




round the jumping arena has 
various coloured crosses rep- 
resenting the llower txixes. 
When these appear on the top 
section if you nde too close, the 
coloured flowers in the boxes 
there exactly match those 
seen on the aref>a border. 
Such details dont actually 
make a aame of course, but 
they do help. In play. Show 
Jump proves to quite drfficutt, 
and your horse seems to have 
as much character and indi- 
viduality as one would expect 
from an animal, which ^s to say. 
it has a mind of its own at 
times'? Very interesting and 
I playable without being, per- 
haps, madly addictive/ 

• Show Jump in a tairty ongh 
nal type ot game wh^ch does 
hB¥B enough appBBt to make a 
Bix^ve ByerBge ttm not addic- 
tive enough to make H a super 



gsme. The animatha of the 
nor$e *S ve^y good Perhaps 
more variety in the layout of the 
CO urs es Btc, wouid have made 
tt e little more interesting ' 

• I found this game interest* 
ing as an idea, but in the end a 
little unplayable. Controllir^g 
your horse isn t very easy^ The 
problem being the left' and 
right are always from the 
riders point of view and there- 
fore alter to opposites for Ihe 
player watching the screen. In 
fact its easier played on the 
keyboard than a pystick. not 
being ultra- fast, as this seems 
to allow better (x>ntrol 1 would 
have thought that there could 
have been a wider allowed- 
jumping-area on the fences, 
certamiy on the simpler 
courses As it is. it s rather nar- 
row and accuracy someiimes 
gets in the way of fun A novel 
idea and generally welt 
executed. I thought, which wif 
probabley appeal to many 
piayers, specially it fond of 
equestrian events. 



COMMENTS 

Control keydi: preset as Q/A 
up/down, O^P left right and K 
for jump - Qood posrtions. but 
also user^efinable 



JUMP 



Producer: Unique 
Memory required: 48K 
Retait price: E5,99 
Language: rnaohlneoode 
Author: Jose Manuel 
Gutierrez 

This IS one of the Spanish 
games from Ventamatic mar- 
keted in Britain through Uni- 
que Jump actually seems a 
somewhat inappropriate name 
tor this pafticutar game - Citmb 
or (alt might have been more 
acojrate This is actually a 
Spectrum version of tt>e 
arcade machine game known 
as Cra^y Chmber Your 
climber is standing at the bot- 
tom of a tower block m. win- 
dows wide. He automatically 
climbs up the front door, and 
after that, you're on your own 
The object is to get to the lop. 
Unfortunately all the rooms are 
occupied by what the inlay 
refers lo as apes but more 
resemble angry looking ver- 
sions of BBC deejay John Peei 
wearing cans on his head 
Windows which are blank are 



safOp especially rf the blue 
blinds are down, but any win- 
dow with an ape appearing is 
bad news Wheolulty aroused, 
this violent species actually 
hurls potted plants down on 
our doughty climber, plunging 
him to his death 

Hallway up. the buikling has 
no wir>dDws in the centre, tore- 
Ing you to climb on either Ihe 
feft or the nght side Further up 
stilt there is a giant ape bkK^* 
jng your path. Once at the top a 
tune is piayed and your are 
taken to the foot of another 
btock with inhabitants throwing 
different objects at you. 

CRITICISM 

• Jump has very attractive 
artd well designed graphics^ 
Your dimber is of a large size 
with well mowig arms and 
tegs, but here Nee the f irsi prob- 
lem The control key number 
six. a left and a noht move^ 
ment, and then one for each ot 
his arms and legs This seems 
a bit of a fistful to cope wrth and 
makes playing the game very 
hard Nevertheless, it has 
addicrtlvity Ijecause you 
always seem to want one nriore 





Joystick: almost any via 

UDK 

Ktybttrd ptey: responsive 

but ralher hard tn cx^ntrol 

UMOi colc^ur; above 

average to good 

Graphics: genefalty dear and 

&iimpl*e. but hDTsa animation is 

impressive 

S<Hind: noi m:uch, fault beeps 

Skill l#v©li: dtffen&nt difficulty 

levels wtih ooorses 

Scraena: 8 courses 

Genp^rBl fBting: origlnaJ, 

piayabie but not very 

addictive. 



77% 
70% 



Use of com p Liter 
Graphics 

Playa&IHty 

Getting started 

Add i c li V e q ua I ities 50% 

Va I ue for money 58% 

OvefBll 64% 



60% 
66% 



MASTER 
MARINER 



Producer: Atlantis 
Memory required : 48K 
Retail price: tl .99 
Language: machine code 
a basic 
Authof : Andy Morgan 

It's a coid gr©y, misty mornino 
in early spring As you walk 
down ttie quay^kte you stop 
and look up at the seaguiis 
wheeling high atiove the diode- 
yard, . . 

So commtances the amaz- 
ingly bng sheet of atmospheric 
instrtiction to this sailing, 
finance strategy game from 
Atlantis, Some of thts intro is 
|ust colourful badcg round, txjl 
ft does also contain warning 
hints about the siorms and hav- 
ku to jfOttison cargo to st^ 
aflbel, sudden sea mists and 
coliisjons, arming your ship 
against pirates, being aware of 
loan sliarks, paying your har- 
bour dues, paying your crew 
and insure nee oi^sts and so on 

After a misspeni jife at sea. | 
rounding the Horn, you have 
a/Timassi^ a sum big enough 
1o buy your owf* vessel called 
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the Trtan Trader which can 
carry up to 50 untts of cargo 
You may choose from 5 types 
of cargo, general goods, arms 
{for which you will need a 
license although ihey are 
obtainable on the triad* market 
as iSlsgal cargo), coal whiskey 
and bullion You may sail bet- 
ween any of 5 ports, tseir^ 



go 10 see what happens nesrt 
as ttie buiidtngs do char>ge 
quile a bjt as you climb them/ 

• 4 fBifiy good game copied 
from the arcade originai. The 
aped r0SBmb!e angry busi- 
TOSS men, but your cUmber i^ 
¥Bfy dBtaihd nght down to /?is 
i*O0f/y dimbing jumpw and 
shiny, man&geable hwr. The 
gm^tcs gen^ratly are abov& 
avBmg& and BCrott mcoiy, 
though ih9y can be a fittle 
fefky at {tmes As far as i know 
this m the o/t/y game of its typ& 
WF the marfref, even though 
C0ftmn things are massing tms 
the bird and th& heticopter at 
(he end, its stiHa good copy o( 
thB originai and vary playabfe^ ' 



• Jurtjp has a nice front end. 
with horizontal scrotling tetters 
forming the word JUMP pas- 
sing behind tt>e copyright 
details The game is fun t^ut 
ver^ frustrating because I think 
the level ot difficulty is a tet too 
high. H might have been mofe 
amictive. rather than less, if 
there had been fewer apes, 
and sometimes you dont 
stand a chance of gettin out of 
the way o1 lal^lirvg pots at aJI. In 
this r^pect, the arms and tegs 
movement c^xjld be easier lo 
cofitrd. although with a p/og- 
rammal>le joystick interface I 
found I could settle for only 
moving one arm and a teg with 
an up,' down conNguration. 
while using left and right for 
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Sideways nrx^ven^nt Quite 
original tor the Spectrum, and ! 
think tots of people wail find it 
addicttve onoe the oontro) fac- 
tor is mastered ' 

COMMENTS 

Control keys: S/8 teft right. 
left ng hi arm. T/U lefl/righl leg 
Joystick: none 
Keyboard play^ rather wierd 
po^iorrs but they work well 
ofK:3e mastered 
Use of colour: good 
Gmphics: large, detaited. 
generally good 
Sound: simple tune with 
some effecte during play 
Skill ltv«1e:1 
Lfves; 5 

General rating: a difficult 
arcade game which may 
frustrate some. tMJt should 
prdve addictive to those who 
pefsevere 

Use of com p iit@ r S8% 

Graphics 73% 

Pteyability 75% 

Getting started 60% 

Addictive qualities 60% 

Va I ue f o r mo ney 75% 

Overall 70% 



Southampton (where you 
start), Swansea. Liverpoolp 
London and Newcastle and ft 
takes one week per tnp indud* 
ing time spent in port. Your 
ultimate aim is to make £1m 
and retire Sounds ideal! 

Vrm playing screen ts 
divided into two areas. At the 
top is your bank balance, the 
amount you already owe the 
finance oorr^Kny including 
inierest (i1 starts at C7.0CK)). the 
units of cargo your ship can 
carry^ and the types oi cargo fof 
reference Below the line is the 
command area You may elect 
to buy or sell, and the respec- 
tive phces per cargo type are 
shown on the right On leaving 
a port, tf^ screen cyts to a shtS 
of the docks with your ship sail- 
irig out In between ports, the 
various hazards already men- 
tioned will randomly occur If 
you have payed your crew 
erKjygh they rrmy even repel 
the cul-throaf pirates of Long 
JohnOuicksilval 



CRITICISM 

• 'The fong Intro implies that 
you must read through it in 
order to understand what is 
poing to happen, but in fad It 
isn1 reatly neosssary as the 
game itself is lairfy standard lo 
the type and pretty self- 
explanatory. As the instruc- 
lior© have to t>e loaded Tirst 
arKt tt>en the game after read^ 
ing througti them, this is a bit 
irTiiaiing Fair enough, they 
have provided alternative short 
mstructions, but it Is a brt tedi- 
ous when reloading The game 
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COMMENTS 

ContfOl keys: simple 
prompted inpyt 
Use of colour: good 
Graphics: cie^rly latd out te^ 
in Spectrym chafacttr sm, 
neat, detailed drawings for 
sailing and unloading screens 
Sound : simple tune and some 
affects beeps 
Skill levels: l 
I3#neral ratirvg : a slmpte 



f inanGe/strategy game, no 
great shakes but excel lent 
value lof money. 



Use of CO nn p ute r N/ A 

Graphics 62% 

Playability 71% 

Getting started 74% 

Addictive qualities 65% 

Vel ue for mo ney 8 1 % 

Overall 71% 



Itself Is slratghtforwivd and 
easy to play, and like so many 
of these games is lun The fun, 
however, is probably as limited 
as the program, not a criticism 
aimed at this game atone, it 
tends to be common to many, 
that the variations allowed for 
are insufficient to commeixl 
the attention for more ttian a 
tew piays But a& the price, this 
Is welt worthwhile lor ihose 
who enjoy the game of buying 
andsellirig. 

• 'Master Mariner pfesenrs a 
number of random factors that 
aff&ct you which a/e realistic, 
and urtusuaflY in these games, 
not to severe a hmdrance to 
playing, which incmases the 
playabitity. The actual d^spiay 
scFBQn is wbH laid out and 
easy to usb, and cofour has 
t^een nicefy us&d to higf^hght 
certBin aspects tn between 
screens make a n^ce breek 
and the graphics are wetf 
detailed, and they don't /asf 
foo tongf The game get^ more 
progrBSSivety difticuit with 
more hazards to avoid and 
more debts to pay off. until it 
gets to the point where it is 
ve^ cruet! OveralK thts ts 
B^cellent value for money tor 
this type of game, and I realty 
en/oyed playing it 

• Nic^ little graphics, fun to 
play. Master Manner works 
rather well in two, not thai it's a 
h^o- player ganie, but it helps to 
have two minds working out 
the various selling arxi buying 
prices as you are unable to see 
m advance what they will be al 
the various ports Of destina- 
tions and so able to make a 
decision before buying. It's 
probably unrealistic to expect 
demand ard prices tor com- 
modities to alter so fast and 
over the extent o1 Britain so 
much, but that's a small quib- 
ble really Pretty good value.' 
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BRAXX 
BLUFF 



Producer: Mlcromega 
Memory required: 48K 
Retail price: £6.95 
Lar^guage: niachlne code 
Author: Tony Poulter 



Micr omega describes Braxx 
Bfuft as a Multi screen 3D 
rescue', and m their search for 
the new, say it is the last of their 
series of 3D games, although 
3D may well pop up now and 
again in lutu re titles 

Centuries from now. man 
has progressed far beyond the 
limits of the sdar system and 
has begun to explore distant 
worids in search of knowledge 
and resources. The risk of 
danger is e'^er present and m 
every new system an Inter- 
galactic Rescue Cruiser 
stands at raadir^ess, It is a 
powerfully equipped orbrtal 
search and rescue vessel 
manned by voluriteefS of the 
Lile Corps You are one such, 
and today the emergency at 
Braxx Bluff will make you a 
hero, or just a memofy^. . - 



Lifeship Vega has achieved 
orbit around the planet Proton 
in response lo an emergency 
call from the planet s expiora* 
tions team, who have feft their 
ship and gone Oft in the hydro- 
crawler and then fallen loul of 
the crawler s power-plant ar>d 
the ciatl now lies m the treac- 
herous terrain of BraxK Bluff, 
its occupants dying as the life- 
support system fails. Your 
rrt»»ion is to walk on foot to the 
crawler - it you can find it - and 
get it back to base-ship before 
ttie crew dies The nearest 
possible srte to the stranded 
crawler has been marked wrth 
an ILS beacon. The game 
starts with you sitting in your 
shuttle slung under the bytk of 
the Uleship From your v^ews- 
creen you can see the umter - 
side of the ship above you and 
Prolon bdow A keypress 
Lindocks and you glide down to 
skim the planet s atmosphere, 
then dip in and the game is 
away^ The disptay shows you 
the view from your cockpit with 
two small cif cles to either side 
with a dot in each of them. 
Below the circles is the score. 
The circles are your ILS 
beacon and the object is to 
keep the dot in tfie very centre. 
The more it stays there the 
higher your score gets To land 



on the nunway you must score 
at teast BO points As you dive 
down to the ground Oiidge by 
the aitimeterl the 3D effect 
t>ecomes stronger as the sur- 
face of the planet rushes up 
towards you. Dont forgei to fire 
retro rockets on touch downf 

Now you will have to wa3k on 
through the tocky landscape to 
find the crawler Your only clue 
is the SOS sJg nal it sends out 
that and your score whbh 
increases when going in (he 
right direction and decreases if 
not. You afe unprotected ar^d 
easy meal »ck the cteadly Krit- 
tasV It s hard to walk and aim 
your laser at the same time It 
you find the crav^r. a large 
graphic of it appears with you 
walking into its dubious safety. 
On the other hand the 30 
power units you are carrying 
give it a boost 

Three wavy lines appear on 
the side - the crew membefs' 
life traoK - a straight one 
means a etead rnan! You musi 
now sat off along the nafrow. 
twistir>g track to safety, first 
through the ruined city and 
then I h rough a deadly swamp. 
Ali the way the creatures are 
swooping to attack the power 
plant Any that gel past your 
crawler laser wilt dram anottier 
unit of precious energy Unfor- 
tunately it is impossible for one 
man to steer and fire at the 
same time. 

The final barrier is the acid 
sea The crawler cannoi float, 
put can skim at high speed 
across the suffaw inlested 
witl^ huge rocks which must be 
steered between At least out 
here there are no Krittas On 
the other hand you myst listen 
to the pitch o1 the direction fin- 
der to reach the base ship For 
successful rescuefs. the firmte 
has you beaching the crawler 
by the ship and walking into it 
to be greeted by the comman- 
der's face He s not impressed, 
you were a bit slow, and any- 
way, it's all in a days work tof a 
member of the Ufe Corps, so 
have another go . . 

CRfTICISM 

• 'Micf omega has establist>ed 
itseif as a house that comes 
out with solid ideBB, well 
executed, and games that 
have a high playabiNty and 
addictivrty content Braxx Btuff 
IS no exception, again I must 
confess to having been djsap* 
poinied with the graphics at 
first. After Deathchase, Code 
Name Mat arKJ Fuft Throttle. 
these seem very simpiistic 
True enough the start screen is 
impressive, but the rest is 
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made up of crucle square 
blocks Bui the astonishing 
thing is. that tha more you p4ay 
ttitai game, the better the graph- 
ics seem to be! The simplicity 
allows a hi9h speed 3D effect 
nnov«ment. beat seen tn tha 
fliat stage - landing your ahui* 
Me, aAd tt>e Impfesslon of 
rocks, buildings etc is very 
etfeictive As to the game - well 
it isn't an easy one at all. The 
difficulty elements of not being 
ab4e to steer and Rra, and that 
of having to navigate by score 
and sound combine to make 
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this an addicUve game and a 
cHalteng . It ' s definitety not 
at ail like any previous Mic- 
romega game. aJtiough the 
last stage is similar inleei to 
DeathchasB. tt also has a lot of 
variabi% In ttie different 
stages and after being doubtful 
at firist, rm now an ardent 
addkl' 

• The strange btock gmphic^ 
work ettecbvaty to create a 
strong impression of 3D in 
fhis-hyper active garrm / '*e 
ffte way you ham to cope with 



keeping the crawter's speed 
up to save the crew members' 
Ims (and those tittie wavy life 
tacms add an element ot 
panic m thBy smooth outf) and 
yet be able to $tow enough to 
safeiy shoot the creatures 
before they gat past 
you When you me 

fifing the laser, the crawterjust 
keeps on its last fteaofir^g, so 
its very easy to run off tha nar- 
row road, Braxx Bt^ is a 
rather strange game, but I 
ff^ought it was appealing and 
\ certainly a hard chalienga. To 



fiBlp the piayer gain that fast- 
another-go -kr-a-high'SCom 
feeling, you can save youfpos- 
itior^ and score after each 
stage and then toad it back 
again. Thm is qurte a neat way 
of stopping you afways having 
to go back to the start. The 
SAve and LOAD is very 
quick/ 

• After Braxx Bluff had loaded 
aJid Ifre imprasaive title screen 
had (teappeared. I thougN 
vve'd have to eat our words 
about saying that reviewing 
Micromeg a games was a treat. 
But after playir>g Ft for a few 
t>Oiirs I changed my mind, and 
In my view now, rt s a really 
pood garne. Okay, the gfaph- 
iCT ain t brlH. very simple in fact, 
txjt tt>ey work and the 3D effect 
is pulled ott pretty nicely - bet- 
ter to have simple, working 3D 
graphics, than exoetlentty 
drawn graphics which lust 
cause a mess as soon as tnay 
touch each other This is an 
e^c^lenl value for rnor>ey 
program arid well d>eserves a 
ptaoe t>y Deathch&se, Code 
N$fne Mat and Fufi Throtth 
The game may not grab you at 
first out Ifie you play, the 
mom you II like it Definitely 
adidtiUve and another winner 
from Micf omega A pity it has 
to be their last 3D game, but we 
iiveinhoper 

COMMENTS 

Control keys: user -definatjia. 

wfti selected keys always on 

display on scr^m, 

Curaor keys: are preset 

Joyitlcic! almost any via UDK 

Keyboard play: very 

fesponsjve 

Um of colour; simpte. but 

varied between screens and 

well used 

Qriphlcs: yery good 3D 

effect, character movement on 

backgrounds is a little jerky, 

but the character animation 

worics well 

Sour>d: well used as a real 

element of playing 

Skill levels- 1 

Lives: 1 

Screens: 5 playir>g so^eens, 3 

in betweeo screens 

Qenenil rating: slow starter fn 

affection stakes, proves 10 be 

htghly addictive and playetitot 

good value. 

Um of com pulor B2% 

Graphics 87% 

Playablltty 91% 

Getting started 1^% 

Addictive qualities 67% 

Value for money 84% 

Overall 87% 
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Bvatlahle frflflH 

IMH Smith, Bools. Menzies. 

and All Good 

Computer Storoi 
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PRIZE 



f The Prize Yqur miss ion to discover the innermost chamber of Midas m a huge 
planetarv maze. If successful you could be in with ^ chance of winning up to £5000! 
Only the strongest will survive the devious traps set by the guardians, but iust 
imagine what you could do with the pme. .... 

Cassette carries a special £2 discount vouctier off your next purchase? 

Dealers, please contact us for very Arcade Software Ltd. Technology Howse. 
special discounts on our games. Phone 32 Chtslehttrst Road, Orpington. Kent Bft6 ODG 
Orpington 35S39, Tel; Orpington 35639 



Progfammers. We are looking for high 

quality m/c games for the Spectrum and 
Commodore 64 home computers, send 
them in for evaluation. You have nothing 
to lose! 

All games are for the ZX Spectrum 48K 
and cost iust £5.50 each inc. pp. VAT etc. 



A D I enclose a cheque for CL 



Furrnv goingft-A«i d#«p *n * minfl. 
Cin fou *K«p« th« «vil in iti 
drftpthi? '^Dfigriul *nd fun 
deniKftv n*«d«d ttrittgy 4 

Abo mmhndf' — Qwm>m Computing 
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(Mll«* « Uomh hkEkJen on thr 
c<xitip^«x [^an4tr Lattici. b«l{H# it 

Addictllrfl" — SJfflcklf Ul«r 
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Pi« mobs Wit to gflt ¥•" in ihn iw- 
Nolc^-lHUTwi 25 icnflfi, aclion 
pMhed gtm«. 'Trkhy and hiflfilY 
9fTi«rt«Pwa^ — PifiofMJ Computing 
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a n debii my Bard a ycard/ Access Accounf:^! 

C n Name 

D " . Acidress 

^n BEb 
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W dHf tf^fft «a wH of m*^9m '^A 
fun gvne Iqc «II ^^ lAchich I 

thckraygKl^v qnici^'' — Hamtf 
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SOFTWARE 

We're sorry you Ve had to wait so long for our first new 
release of 1984 but your patience will be well rewarded. 

From Bob Hamilton, author of The Pyramid' and 
'Doomsday Castle' we present BEAKY AND THE 
EGGSNATCHERS and introduce Beaky our new 
star of the video-game screen. ^.^ 

iZiggy Is having a well earned rest!) ' 

3eaky belongs to 
the family of ^ '^ 

Andromedan Armed 
Condors, the rare 
goggled variety 




-. ;!» 



x,n 



'THe'numbers of 'his species 
are dwindling fast because of their 
rather -foofish choice of breeding 
ground, on the planet of Crackit^ 
This unfortunately happens to 
be the home of a particularly 
evil band of creatures known 
collectively as the 
Eggsnatchers. Tfiefr 
malicious intent in life ^ 
is to extinctify Beaky's 
species by stealing 
or destroying the 
eggs by any foul 
means available. ^ . 



m 



for 
Spectrum 48K 

and 
Commodore 64 






Your objective Is to try and brood, hatch out and xe^x as many little Beakys as 
possible through 12 different screens of formidable but delightful arcade action. 

FANTASY SOFTWARE it avaJI jible from W.H.SMHTHS, JOHN MENZIES, BOOTS, WOOLWORTHS, 

LASKYS, GREENS, RUMBELLOWS, SPECTRUM GROUP and all other good software retalJers. 

Beaky and the Eggsaaf chers is available for 48K Spectrum and Commodore 64 at £6.50 on cassette 

Of fHi disk for the Commodore 64 at £9.50 from 

FANTASVSOnW/y?E, FAUCONBeRG LODGE, 27AST GEORGES ROAD, CHELTENHAM. GLOS GL50 3DT 

de5patched by r«um fin^t class post togelher with free memtiersttip ol the Fantasy Micro CJub, 
Trade Enqurfies wdtome ~ telephone 0243 -58366(- 
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ong before Arthur Dont and Foord Pedeci roamed Ihe 
galaxy with a towel and a battered copy ot ttie Encyc- 
lopaedia GalaclJca, the sirper-hera Ziggy had gone a 
long way to solve the Ultimate Question of Life. Ihe 
Universe and everything. The answer, as everyone 
knows < was 42. an answer produced after much thought 
by Deep Thought, Ihe computer with an awsomefy deep 
and thoughtful voice. Spuming the required, tattered 
houndstooth check dressing gown ot all intergalactlc 
travellers, Ziggy had spotted the hwo amazing coinci- 
dences of the planet Imagit. where 15.217 software 
houses had each produced the same game on one day 
and plunged themselves into Cosmic War V over ihe 
games rights {the game was called The Pyramid): and 
that ol the planet Sunder, where, in a moment of 
unparalleled fmstralion. the entire population of 8.000 
million (who were all Pyramid nuts), began leaping up 
and down and tore Sunder asunder. The common 
lenominator in these h«o coincidences was the Spec- 
trum, a computer produced aeons ago on an instgnif le- 
ant planet called Earth'. Ziggy conducted tests on a 
Spectrum he had un' Earthed' in a museum and received 
some Astral co-ordinates. TrBvelltng to Ihe spot he 
iiiftcovered a giant guess what with toads ot chambers, 

\e bottom ot which lay the Question. 

. When the six stones capable of influencing the mind, 

■ millions of years before by a race of daft and 

...getful elves, turned up in the hands of the infinitely 

evil Scarthax and Scarthax decided to use them to brinp 

the entire Universe within his sphere of influence, it 

med logical lo call on super-hero Ziggy to seek out 

monster and collect the stones. Ziggy travelled to 

^carthax's new home, a modern condomtntum called 

Doomsday Castle guarded by Urtts, Gerlhrogs. Googly 

iifli^^ J^eucteolds and Orphacs, a ruUli d battle. I n the 

r^nflagratory conflict Ziggy triumphed and Scar- 

fiouQh! lo be dead. ^ —^ 



NO>N 



READ 



Return 



THE BIG PLUG 

Ziggy, stiK tired tram his ^plc 
adventures in the Pyramid 
»fKl Ctoomoday Castle, has 
cteckted to take a vacation, and 
why not ? To get away from it bH 
h© has gone to exptore one of 
t^e remoter corners of the Urd* 
v&rse Armed with the (ate " 
edrtion of the Backpack^i 
Guide to me Universe. I 
hopes to do some sighrseei^ 
Ziggy is quietly perusing tt 
guid© when a message si^ 
denly Baslies up on his coi 
munications console ar 



as m reads the devasialii 
words. 

The infinitely evrl Scarthax; 
missing and presumed dead, 
is stifl very much alive and kidt 
ing. and infinilely mad thai h£ 
plaris for Universal domination 
were fmstrated. Untorturiately 
he has discovered whel count- 
less adventures had failed to 
find through aeons of ©Mglorav 

PLUG. 

The Plug is not only g^eat 
it's bq too Should anyoTie I 
it ihe wnole oi space limop a 
every creation and moment i 
history contained within, w 
swirl down Ihe ptug-hoJe Scar- 
Iha^ has grven the Universe 
just 24 hours before he pulls it! 
Ziggy has a single day to 
thwart Star1haj( for a secorKl 
time - the fale ot us all lies in 
N$ hands . . . 
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THE BftCKPftCKERS C-UIPI TO THE UniVERSE. 
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Ckhjblp4«wd9d CfMi ol TfiMirtu 
findi h^ftifti^i vfi %ifK»fi l»v two 
||uit4l»ni « nd ngti|» Imic^ #ftfl 
lhv Ifaimi! tiircmw. 

th* lyiln^aid}!^ with tti tKfry 
#h »fift IHuly i« And hulntt ot Hw 



' f HE GREAT 
ADVENTURE 

The Cheltenham-basecl soft- 
ware house Fantasy 
unashamedly set out to create 
a super hero in Zjggy, and with 
Pyramid and Doomsday Cas- 
tie they appear to have suc- 
ceeded. Ziggy. sealed in his 
bubble-like Expfora" cap^ute 
. has t)ecome a familiar f^ure. 

K^w he's back again in a 
ammoth game, the BACK* 
^ PACKEHS GUIDE TO THE 
I UNIVERSE. Its mammoth 
i because^llie^e are rhr^e parts 
' 1 and part on^ls out m October 
^p^iirts two and thrme will follow 
intervals. Each part is a 
pafale gamie that cftn be 
Jayed on rts own. but to get the 



jp^l II vn I u 1^1 r I, -ciii 1,1 II I 

Fsould be completed 
BACKPACKERS is played 
reaJ time Scarttiax has 
ven the Universe only 24 
Hjrs to live and each part of 
e game represents approKl- 
jaiely eight hours real tirne. 



hi' 



j^ 



At l9it Zlwy (SiKCnvri IIm 
liOcMlron cut Wm ■iMnltei valyin« 

¥wlU47llH of lO^II POWfUl If #Vi|lA 

mor« Ih^i&Hmnt tfwn ivurrtKi^ 
fCMT iQod. WalE f frnlAiy r 
UHf itwt tfwtrrti^ krglcal 




To win the overall game the 
playef must complele all thr8« 
parts within the 34 hours time 
span Time* for parts one and 
two can be cumulatively saved 
and loaded into subsequent 
parts for the total Frying tirne 
to be recorded 

Pad on© is virtually complete 
as (his IS written and Paul Dyer 
and Bob Hamilton from Fan- 
tasy vtsited the CRASH offices 
to show us some bits of the 
game Bob Hamirton who 
spends his spare itme furining 
over hills and eatirig vegera- 
tban rood, has been working on 
BACKPACKERS for a tong 
while Indeed I he basic con- 
cept pie-dates bolh Pyramid 
Bnd DoomBday Castie Paul, 
who is largely responsible (of 
what he refers to as probably 
the attest soeriartos ever wnt- 
len for any video game, has 
aim been hard at tt to gel 



jgX*Itf*TniTt| 



^ , ^. Together, 

thiy are very enthusastic 
aboiit the ide^ contained in 
the games. 

Paul takes up ttie slory 
Ziggy's sal in his mtergalaclic 
cruiwr, not his capsule, when 
he gets this message from 
ScOTiajt He decides that this 
to one particular thing that he 
fii^ rant have a go at by 
WrrsMlf He sots out for a par- 
ticular planet hnov^n as the 
Caverrw of Exile, where there 
are doiens of typ^s of creature 
- aJtens. some fnendiy. some 
not so friendly - that are 
guarded either for thetr own 



and wonderful cdlection of 
erea lures that hes actually 
goir>g to get together his hit 
squad And this really com- 
poses Part On© of Backp&ch 
$F$ Gwde to the Universe ' 

THE TECHNOLOGY 

Ziggy has always been 
inii^arable from his Explora 
capsule, but BACKPACKERS 
Is wmething of a departure 
Due to the nahjre of many of 
the tasks iQ*m undertaken, the 
capsule IS inadequate forcing 
Bggy to leave i\ behind Natur- 
al^ something else wtll tie 
riMded. and Bob Hamilton has 
burned the midnighi oil d^vis- 
ing an exiraordmafy machine 
Jt'S the Backpack, 

^ again: 'Now tt>e Back- 
p^an amaz^HQ (>iece of 
iechnoto^'^iMlly is A lot of 
deveioprnefTt ^iflliito th'S jn 
the early days and Ziggy it one 
of the very few people who has 
actually got om - being a 
$uper heto As soon as hes 
tended on the Cavems of Exile 
he gets h out. The BacRpak 
acts as a complete life suppon 
syitem, so he doesn t have lo 
go tMCk to hts capsule for food 



Of water of anytfMng - H just 
keeps pumping the nourish^ 
mmt itito him H also acts as a 
)etpack, which we re familiar 
With from ottier siKiti games' 
That's for getling across hard 
terrain. It a&o has the abitKy to 
act as a moon buggy - flaps 
come down and wheels QOmB 
out. it's ma^ve^^ous! tn fact 
we fe putting it on the rrmrf^et In 
a couple of years! And almost 
finally, it acte as a minhdub for 
tim^ when he has to to 
underwater wort. 

The am^ing thing about 
this Backpack is Ihal it uses 
wt^at Bob calls the latMt in 
space-flme compaction toch- 
nkjtjes. Exactfy what this 
means b that m matter how 
bi^ anything Is - rt frte int Any- 
thing, whatever size wilt go into 
the backpack. 



GUIDE 

Bui mere s mof^ to a game 
than the technology it repres- 
ents BACKPACKERS is a 
three part game, and Fantasy 
are keeping the exact contents 
of parts two and three a secret 
for the time tieing . but part one 
is a large and attractive maze 
type game, the maze being the 
Caverns of Ei^He So Ziggy has 
landed his InTergaladic 
Cnjiser. al>arxJonned the 
trusty capsule ar>d donned his 
amazing techn^cokx backpack 
(o go in search of Itie wierd and 



the Caverns The caverns are 
fitled with roaming guards, 
most of them intmicaf (tt^ey 
kill'), which IS where it^ back- 
pack s powerful flame thrower 
comes in handy But vrfiat 
Ziggy is really after is a fighling 
crew, to go after Scarttiax. 

We've been trying to find a 
way round ttie problem of mak^ 
ing \he giuiro playable so that 
sorr^eone *ho s not too good at 
games can still have a lot of fun 
and enjoyment out of ^l whilst 
still providinig something for the 
sehous games playec who 
wants a chaHenge/ says Paut. 
Now that s something that's 
quite ditticult So whai we Va 
done is make rt very simpte to 
travel around me caverns, 
reach lots of places, appred* 
ate ail the pret^ graphics and 
so on. Collecting the creatures 
you naed is nol amazingly dif- 
ficult eilher. BUT . 

You g^t dowi there, you HW 
the badkpack with the crea- 
tmes, gel back to your cruiser, 
chum the pack out and expect 
to f^nd countless numbers Of 
atiens and you find that h«rf of 
them have died because you 
d*dn i give them the nght food, 
you firKl that two creatures 
nave eaten a ttikd. and the 
Emu Mth two heads has killetl 



hiirfisdif. So 1ti effed. there's 
fwira to It than meets the eye at 
first In Dtf>©f words, certain 
cretaures cannot be put into 
the backpack logetJief , others 
need certain types of food - ki 
you If need to know about 
th#se tNngs. And th^ only 
thing tt^t gives ttw answers. 
aHtTough tfiey might not be 
s^aightforward - is the Back- 
packers Guide' 

The GuMJe is large, rather 
too large to fit into the program. 
SO Fantasy have had to pro- 
vide it as a separate program 
on the other side of th^ tape^ 
Not such a good idea, you 
might say - and be nght. But 
the way it has been incorpo- 
rated is quite clever The main 
guide acts as a sort of giant 
elp sheet to be absortjed 
l:>6fween bouts of playir^g the 
garr^. or when really and truly 
stuck The compromise Fan- 
- and the final 
point about the amazing Back- 
pack ~ is to have it ca-^- ^ 
mini- version of the gui<_ ^ _ 
means that at any time during 
pfay. you can escape from ttie 
state of play artd the screen will 
cut to the mini-guide console. 
T?iis tetls you nx>stly things thai 
the mam guide tells y<w;but in 
a shorter and less elaborale 
way. Thus, for instance, we 
team that the Ctoubie Headed 
Emu or Thwark is a schizop- 
hrenic character with a passive 
head and a viaousone Taken 
from its oacie the vicious head 
wifl inevtte&y kilf the passive 
one, thus killing itsetf in the 



love poems, so Ziggy's task b 
first tolDcate the Citable k)ve 
poems m that the passive 
head cait read theiTi and keep 
the vldous head hapw Sam- 
ple vitien you kiww how ! 

In such divefw ways. Ziggy 
oan go about collecting afl tne 
various creatures which will 
lorm his hit squad in the see* 
ond and third parts of the over^ 
all game The caverns wtwe 
these aliens are imphsoned is' 
quite cofTiptex Bob Hamilton, 
who has written the* prog ram, 
has no! been entirely respons- 
Itrft for the graphic design, so 
he s nd* boasting when he 
says thiat tt>ey are arming to get 
the prettiest tooking game Of 
the year award tor BACK- 
PACKERS The maze Is 
reasonably interesting itsetf/ 
says Bob There are vanous 
time tocks and time-locked 
areas, and vaiious keys to 
open doors They we rtot actu- 
ally doors, tfiey're stalactite 
staiagrmrte pairs that n^ve 
apart if you have the right key. 
So tfiere afe areas of the rraze 
tharareretfy lortt ksop^lMJt if 
youve got the rfc|htiwf'¥Ou 
can gel into secret passages 
and make short cuts There's 
also pol botes which you can 
fall down. If you latl down one 



you can use a joystick to con- 
trol a grab arm on the back^ 
pack and there s ledges it can 
grab hold of to drag you back lo 
safety 

Another element which 
folates to this real time play^^ 
concept in BACKPACKERS is 
backpack damage time Run- 
ning into walls and aliens can 
cause damage to the equip- 
ment and attnough you woni 
have to wait around in real time 
for ih& damage to be repaired 
back at the mtergalaclk 
cruiser, the real art>ount of 
repair time is added on to your 
playing time In effect, rt s a bit 
like injury time in footbalt 
matci^es. 



TOWARDS 

SCARTHAX 

Ziggy has hia wofk cut out to 
defeat Sc^rth^tJC. and mean^ 
while tt>e vtlllan of the p^ece is 
still sitting ot tt>e Great Rug 
Looking to future pans of the 
game. Ziggy must iind and 
obtain a means of sealing ihe 
plug for eternity Legerri has u 
fhat tt^re is only orte force 
capable of this task , and that is 
the force unleashed when the 
ONE KEY engages in the ONE 
LOCK The lock ar¥l key are 
reputed lo be held in a ■"'""- 
known as the Enigma ^ 
many adventurers hsa^ 
entered Ihe Enigms Zone but 
none have ever returr>ecf (sur- 
pnse . su rp ri se * ) (t is ru moured 



one must negotiate innumer* 
able hazards, soh^ng M&m 
and puzzles on the way - birt, 
of course, no one ii really sure 
for no oi|e has survived to leit 
the tale. It Is a proepeot that 
even Ziggy fincfe forbidding, 
but enter tt>e Zorie he must. 
and return tve must, in order to 
face Scartheoc In the FINAL 
CONFLKT. 

The BACKPACKERS GUIDE 

TO THE UNIVERSE should 
be generally available some- 
time this month and will be 
reviewed in the next issue of 
CRASH. 
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FROM TIN SOLDIERS 
TO COMPUTER GAMES 



Roger Kean talks to Angus RyaH about 
GAMES WORKSHOP . . . 



mhfs is where the Dsrk Leopard Bn0 
Lord Silver Hved. Due to Teftiofs di&ap- 
pBBrance they had been unabte to p&y 
ihe rent owed to the gmtd. They had 
with them 35 mti xvarts. W yellow 
xvans, and tsblueivarts They were alt 
peacetuity devoted to mming purpure, 
when the Dark Leopard disappBared 
and Lord Sitter had an argument with 
the red xvarts. They murdered him and 
ffed to the other end of the intend, much 
to Ifte consternation of the loyal blue 
and yellow xvarts... 

*This is a reflection, alrrmst identical in 
basic shape, of the real house and watL 
catf^d into bemg on a paratief plane by 
the Heari This house contains several 
undoubted illusions, but many real 
things from the Pine Matenet Plane 
have become trapped inside as wefL ' 

The above are two quotations from The 
Suntire's Heart - and AD&O adventure 
ffOfn Ihe maga2irN& White Dwarf it^o. 57, 
September is&oe] \ quote them he^re to 
illustraie ihe baffled admifatian many of 
us feet tor fantasy role-playkng games 
(or FRP it yoti re in the AD40 set) Such 
feelings c^n rapjdiy turn to sheer bewit- 
darment when we read: 

H a dungeon master decides to use 
[bionics in his campaign, at least one 
player rt^^ to end up ps«onic or else the 
whole psionic system is forgotten as the 
campaign goes on If none of the players 
are ps ionic - and acoordin^i to Itie pres- 
ent AD&D mies, once it has been 
determined that you donl have psionic 
potential . you never will - the dungeon 
master isn't gofrra to waste his/her time 
with NPCs and rnonsters who are 
psionic. Why bother? The psionic rroms- 
ter can't psychically attack non-psionic 
playsfs who ate immune lo everything 
but the costty Psionic Blast, and the best 
l>art ol psionics. the psion^-to-psionic 
rafnbat cani happen, unless the 
characters get their jdlies watching two 
pSLonic NPCs light," 

It s astonishing how much energy and 
character projection fans of Dungeons A 
Dragons and fantasy role -playing 
games will put into their hotsby. You may 
wonder what this has got to do with 
computer games, but Tew Spectrum 
owners can fail to be aware that the 
computer ganw has developed out of a 
decade of interest in rote-play Jr»g 
psmes. The computer adventure is. 
irKleed. a role-playing game for one per- 
son. With few exceptions you are play- 
ing a role m the adventure, with the 
computer providing all the other charac- 
tern and situations 

Ro^e-p^ayinQ games such as the DftD 
adventures played out at Peckfonon 
Castle in Chesnire have come a long 
way from their early beginnings, and 
have developed far more obscure and 
fantastic scenarios than most computer 
adventure games yet. H was pertiaps 
inevitable that a targe indusijy should 
grow up centred acoufKJ ttie continuing 
fasctnation with role- playing games, and 
rK>t surprising that any form of fantasy 
situation should be attached to it such as 
wargaming, with its elements of immerS' 



«ntf W&D antf fmeny A»li~Mir«ie fiiiiiM* by Todd E. 
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ing yourself in th« sirategy of the created 
srtuatjon This form of rol&-playing can 
take a numbef of fofms from die© and 
board games to the more inventive and 
fr»*wheelinfl "tm soldiers levef of man- 
urKpetIng models Ofi a I a rce playing area, 
r>ght through to the (to CRASH rMCtefS) 
more familiar computer war gam^. 

In tha more dassic area of DftD 
acMarrtyfes, the pedigree of material to 
be ftown upon is eKtensrve. Fantasy 
situatiorra in book form (more popiiiarly 
referred to today as Sword & SorcBfy) 
Have their roots firmly in the writings of 
people tike Edgar Allan Poe (more of a 
psycho-honw wriier) and tetow Ameri- 
oan H.P. Loveeraft {trme intereated in 
arcane monsters^ that refted the inner 
turmoil of mankind). Before them Bram 
Stoker's Dfe€ui& and Mary Shelley 'a 
Ff^nkensti^ Ofeations were heighten- 
ing the consciousness of Victorian fans 
But with J.RM. Tollitan came a new 
oirtook - an invented wofW oulskte of 
ou? univefse in which recognisable 
chara<^er3 worked out their puE^les and 
solutions in a mythicaS land. The Hobbif 
and The Lord of the ffinps by TolWw 
were to set a irend that has laalod 
strong ty untif the present day. Quite 
sudderily. mythical creatures like elves, 
dwa/ves arKi dragons be<^me respect- 
able. 

The Intefest in such material has 
wnniried OTnsfarrt, helped by closes of 
Hollywood cefliitoid and more books 
from modern authors like Mtchael 
Moorcock^ Stephen Donaldson 
(Thomas Coveriant series) or JuUan 
May (Many Coloured Land series). Not 
surprisingly, as soon as the home com- 
puter came ak>ng, programmers set to 
wtjh a will to translate these ideas into 
compuiar adveniures - and Th^ Hobb^t 
from Metbounne House hardly r>eeds 
arty infroduction 

Behind all this industry there is a Brit- 
ish company whch has been at ttie very 
h&an of lanlasy rote-playing games - 
and now they are launching a range of 
computer ganr^es as well 

WORKING AT GAMES 

It is about ten years ago that Qamea 
Workshop emerged as a dark force in 
fantasy, the brair^hild of two vour^g 
wntefs, Steve Jackson and Ian Lfvlng- 
ilorie. Since then they have covered a 
tot of ground, but for Ci=lASH readers 
|who aren t already fanatic D&Defs) 
Ifieir rwnes may be nnore familiar trorn 
The Warfock of Fir&iop Maunt$m. War- 
took was developed from an idea that 
had already been a great success for the 
rwo, Ftghting Fantasy &>oks These 
volumes, published by Puffin Books, are 
computer adventure games in written 
form. At certain points \n the story, the 
reader is offered several options and 
may choose, or foJI a dice, which to take. 
So tt>e boohs may be read through sev- 
eraJ limes each time i^ofnmg up witf^ a 
dftterent story Kiea - just as happans h a 
computer game Warlock (tile program) 
was wntten by Simon Bratell and Neil 
Mortershead (Crystal), who fiad previ- 
ously wntten the most aucorasfy 
action-arcade style O&O gamtp Hail of 
me Things. 

But The Wartock of Firemp Mour^tain 
is only the tip Of the iceberg, as Angus 




Ryallt Marketing ConDrdinator tor 
Gamas Worhshiop Idd me on his recent 
visit to Ludtow (which has a very nice 
castle lof role-playifitg ganrves by the 
way). 

The most visible aspect is the chain of 
s*x>ps across tfie country Games 
Workshop shops are in LorKk>n. Birmin- 
gham, Nottingham, Sheffield and Man- 
chester, and another is opening soon in 
York. Recentty the company aoquire<J 
the Games Master chain with shops tn 
Glasgow. Edinburgh and Newcastle and 
anothw Games Worlds hop should be 
opening ^>on in Baltimore m the States 
These shops are dur>geons packed wi^ 
board games for assisting in fantasy 
rote-playing, strategy and wargames. 
rrwlels and computer games, posters, 
books, t shirts ar>d all the paraphernalia 
any self-respecting iet's^preferKl fan 
would need. 

In addWon to the shops and the Fioht- 
ing Fantasy sehes. Games Workshop 
have their own publish] r>g division and a 
meta> found^ or (wo. Chronicle and 
Citadel Miniatures not only design 
model soldiers but also cast thefn in 



lead. According to Angus Ryall. this 
unhkeiy ent^prise has difficulty in keep- 
ing up with tf>e heavy demand. On tt>e 
publishing skle tfiere is the successful 
magazine WiitB Dwarf, from whence 
came the quotations at the start of this 
piece 

White Dwart. soon to enter its sixth 
yea/ of publicatronH has a kmQ ftst of 
skilled and enthusiastic contrfeutori 
from among whom Games Workshop Is 
able to draw writers for devising comfiu- 
ter games scefuarios. And rt seents 
inevrtabie that Games Workshop should 
finally (urn its attentjon lo the growing 
computer mark^er, as a software house 
instead of just being a retailer. 







TN IllittntlJini qn Mil ptpt M ■• fcf Ptii Miitii. 
Will kmmn l^r hli i iiiilitfiin li mm thnrf 
iTi*au:liw. SOmt at t^Mfn in tnm thi lortbcomlng 
bMUAl iccompirnrtni tin gimt Tnmr vf QcLpskr by 
tiainii Workvlop 
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FLAME THROWERS AND 
DRAGON SUYERS 

Late September shouW see the layr>ch 
of ihree games for the 46K Spectrum 
from Games Workshop. BatthGar^ is 
rather more sliaigbtfoward thart one 
VMOuld expect Irom a company so 
immers&d in the qoguH (') but m fact it is 
designed to be played by l^o protagoa- 
ists simultaneously, arid m continues in 
the theme of hu man-to- human conflict 
rather than human- varsus-computer. 
The original pfan had been to release it 
only in this version . but market™ sensi- 
bllii^ has dictated making it playable 
between player and the compuler as 
weli 

As you can see from the screen photo, 
each player has not Only his Own car but 
his own playing screen too. Only when 
Ihe cars are m eadi other's immediate 
proximity do the two scieen pictufes 
resemble each other 6elow. in the 
centre, is a map of the total playing area, 
to either sjde a fuel gauge and then a 
damage status display. The caf s may be 
armed with a wide variety of weapons 
including missiles. mines and 
machine-guns. The object is to hunt 
down your opponent and destroy him. 
Qas stations are dotted around for 
foliielisnQ. but then you are vulneiratie to 
attack or course. There are also service 
garages for can7ing out repairs from 
time to time, also leaving you vulner- 
able. Contrd of the cars includes a drift' 
factor, which makes handling these high 
Speed vehk:les quite alarmingrty realistic 
- wtth practice you should be able to do 
handbrake turns! 

D'Day \s more obviously in the line c( 
Games Workshop history - a war game 
simulation teased on the Wodd War II 
Normandy landings. This is atwo-player 
game with no com put&r intelligence, and 
so is idea3 for play-by-mail, which 
Games Workshop are thinking of 
arranging. One player takes command 
of the landing Allies and the other plays 
the roieof Ihe German delenders There 
are four soenarios contained within the 
Dfogram indudir>g The Larxiing, The 
Break Out and Amheim Each map cov- 
efs 63 ► 63 unit screens These can be 
scrolled across to keep contrd of the 
l^etween forty and sixty units available to 
each side Uniike many army man 
oeuvrement garnes. D-Day has a very 
fast scrolling cursor movement for selec- 
tion and guidance of unAs, and in many 
ways resemtries Imagines Sfon^ers 
visuallv. Uniike Stonkers, however, this 
is a classic strategy war game whi<ti 
requires a deal of skill ana jijdigement 
against another hunman opponent. A 
deal of realism has been incorporated to 
take account of things like units being 
able to move lasier on roads (ban on 
rough grourxJ. Artillery fire is seen in 
animate right up to the final expk>sion. 
and )tie graphics througfxjyt are large 
enough to be easily identifiable by 
shape. 

There s been nothing like it for the 
Spectrum,' saki Angus Ryall A decade 
or wargamiing experience is behind it. 
And that goes for the adventures too. 
We have contact with many experts in 
fantasy roie-playirig games who have 
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been developing scenarios for years.' 

Readers wiil soon be able to sample 
this aspen:^ with the launch of Tower of 
Despair One o1 the authors is Jamie 
Thomson, a contributor to the Fighting 
Fantasy senes Mai nor. Demonlord of 
Darkness, has once more returned to 
infest the Tower of Despair. But this time 
he has ihe Ring of Skulls, a potent 
amulet of evil fofce and maitoe His evil 
ore legions and demonkin honjes are 
now poised to ravage the realm of 
Aeiandor. The courcil of wizards tiave 
summoned you, the Wanior-Mage of 
Castle Argent, in a last desperate 
attempt to destroy Malnor, the Scream- 
ir^ Shadow You are the wielder of the 
Silver Gauntlet, but you must set out on 
a quest to find the Golden Gauntlet, tor 
onty with both can you hope to over' 
come Malnor Can you survive the quest 

Oh irt i^ mtpi Hwn D-Osi 



arKJ the peri bus pumey to the Tower oi 
Despair? 

Tower at DBSpab^ will be two 4SK 
programs, and tm package will come 
complete with an adventure guide con- 
taining a history of the reaJm ol Aelandor 
and a map of the region It is a te?cl-only 
adventure, but a sneak preview of the 
game reveats one oF the nnost t»eautHui 
specially generated character sets yet 
seen on the Spectrum. As you might 
expectp the kcaiion dascnptions and sai 
pieces are atmospheric and designed to 
drag you screaming into the adventure 
The acaxnpanylng guide is also hieavity 
illustrated - some oflhe pictures on this 
page are from the book. They have more 
than a decorative function, however, fof 
in some are contained vital dues not 
available in the program. 

Games Workshop are also releasing 
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th&M \hrm gwTWS for other machines 
laier. and plans are afoot (or more Spec- 
if urn games, possibly sofne comtwned 
wTth fcJoard garnes as wbW. JhB C3v?m a 
war turnover company is s&i to expand 
fts operations even further with the move 
into computer software puWish^ng We 
want tobNSConie known for hsgh quality 
pDducts,' Angus told me. To that end a 
im of work ^foes into them and the 
parnes are going lo demarid a lot of work 
from pJayers But thai s nothing n^w to 
fantasy role^pfayers, and somSiow the 
etric h enshrined in the oofTfiony's 
name - Gam«i WORK shop. 

Batmc^r^ IS whtlen by SLUG (a Har- 
taw co-operative of ©x -prog ram mors 
from Red Shift). D-Day is by cfaQenham 
OM>gn Cell, a group of young program- 
mars aided by people from Red Shift 
(wel) krvowf} for their wargames like 
Apocalypse}. Tower of Despair is wnt- 
ten by Jamie Thomson (assistant editor 
of Whim Dwarf), Steve WiHiams, Russell 
Clarke ar^] Mike McKeon. 

All Itiree games are for the 48 K SpM^ 
trum. priced £7.95 and should be 



available at all usual outlets, 
CRASH MICRO MAIL ORDER. 
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Thto inortth'v Intaka of tarftars. Sllfn^rs and Tipsters h«» bMn pf«ttv 
staggering. Lydlow Poai Office ii grDanlng uneier the weight 
(••p«clally when you take mi a account the enlifv loreBf iruf HAS 
b«»n cut down to draw Sadro y^y^^ mapa on^ - atUI, It 'a keeping 
them ail in work! Theiv ire some nice comment! aboui fevlewt and 
piracy, but I fell the lettor of the month ehould go lo twenty year old 
%lotin Tapper for hia very ]olly romp of a ple^e on Life the Unl^erae 
and Everything ... 



Oti w«ll« here we go eg«ln 
SMm to iptfid ndf my ii i 

mepimM. tha othar harr 
awnng tn a doie ^mm 

rvegot tola loaey (wtio 
htttnl^ but to Blarr wtei Tm 
alfttld I mutt reltrto mtrry ol 
tii laMftfMMured in your 
coMm In iMMe 7 1 AMOMitf) 
quotsa AuGh ■$ ' Afbar me box 
catigW mf eye. I paid raw 
and numafout pompiiinti 1^ 
Iheri a^e »o fnanygamee, 
now can one poaMiy buy 
Ihemairr 

Ska tm'i ft? 

jt[wy ldwafcimoaahop 
lOfKHiiJuw md iMp down a 
Hivier iMioui even acieffipiinQ 
to dttaoiw wtiit n wei mat I 
«w buying, fm ^tmkA I would 
litva to MfSt wtt^ Eha hfitf 
iwacit ifho eerrii up to ma 
andwWHtfto. WALiV 
BflAINI' 

No* Im not a mlaereMe old 
add who deapi^^ youigi Idd^i 
wiSh hcsh parMls, but iy^ 
tie idM dl a oDffiputar game la 
*FUN\ not \m anqihef prvlty 
scrMn dNray to ooMict And 
iheydo^dontlhey? . Peopfe 
haw game ocsHectiorai Htei 
thary have nMmioollicttonft. 
Buy tt S^urdey, epivt H by 
McMidiay. brag In school and 
buy tie neKi game. I ww of on 
ImpmMoriBiSe age when eta 
WQheic oid heap S^ce 
Imadem fkrvt airhred viia ftm 
Jbmbd hwn NIpponland and I 
toml K. I mifkaged to wea i e 
•vwy ainoiA 1 0^ frieea I owMd 
on ttMt game^ vnd te 
a i riili^ii ii ya . I ramrwmber wfien 
QataKlMi wM the NEW gadtie 
and when Defeodec nm 
ifpeaied vid everyone 
wAMPd around twiching N 
WM iMiy FUN m moie days 
(tpotoglee tor noitiitolc 
rairnbfing} 

f Imw the eort or raacton 
Ma Mtor wM gatt not from you, 
but tmn rtie l^'^eoorefs md 
mMonalmi ute fwd youf 
iragittkia J ai^ obvkMkly oifi 
rtfauchbeoeMaelctti'lind 
the Riree ptocea of the ACG 
hey (TTte is true, let's mat darrvi 
«* ^^Tiry) and s gtm up whan 



Thdriffi ate flown. .iwOTCtor if 
they oan even rsifiembtr The 
Hobm. yea, tf9B one that was 
r«^ good before you bought 
Manic JWrfw/, remernfeef'^ 

I m no« going 1o stog off any 
games tfuugh , .. i like playing 
ttiem arid, if inytMng I laef 
dtaappdiiisad virori rdiif the 
tail acften or oroee tt^ teal 
vtaipn 

I vt had my ^ectnjm tor 
longer than I oan ore io 
remendier. ongtnaAy 
f>kin^awd to f3ty w#i (yes. I 
wa« young and mh once) 
when the only jwnee were 
aaity QS anci SMverKPR 
eOitfvte. biug|)i&ie now by 
anypna'a atondirds. In IhOM 
diM a gaim wquid be boypM 
bwATMn i groi^, who woyid 
dutifutty copy, wnp end pliy tt 
to daath unln ttie neid game 
ratoitad (monthe laterl would 
tsfce ta place Even £4 9$ 
seemeda bad deal In thoee 
days, and tor whal yoy gal I 
iwpose PI was- 

So, vidiacfi. malmVm most 
Of diddy f waHat 111 iM you In 
Ihe queue hi a tow years. 

hM^m ThaspMrnm 
1^^ m the aoynd dapiftfnefn 
TTils la an acio'ioiwMitoid fact^ 
indeed, I ohty reaNded tW 
mine had a spealcer when I 
used M on a def* topirMMd of 
the carpet { subUa alfeBrnpt al 
blind humour - don t yea your 
spec on daddy 9 axnminsler; 
you couW «t*rt a Are) Anyway, 
you'va saen afl Uwaa adEhon 
y ]Bp i( ag ^and^«iln gs, wei don1 
boihir t(titltin§ <^ on them 

SHI if dwMy to wiing), no 
buy a huga i to f s o siatam , 
sfleh your firvoiirtto Dunin 
Oiirar^ abum on and bop om 
down tfw dyngaona, 

f^taytng vfdio gamea goea 
wMhtoudmuaieand 
vtee^veraa. In tact if H waenl 
for the^Miienifig roar thai 
omtned Ircirn ais eaify ajicadea 
(converiid sliQpt. ito ) I doubt 
if I evef would tiave bothered 
tolrmMUpto Asto 
advemuPt oamia. bOTOar one 
of d»ddy a MendiOiOhn a and 
really get ^nir j ifm M i^ tt aM 

Uto I ^.^. .K o liuppoeed to 



Edcn fnurH^i f ii b^ choo^tftg Uie ftfSJ Kj^?ej ttom me H 
po^tbag. 3nd. as WBtt as pubhshtng it. fit Mnd |/*e wriftr £t2 H 
W0rth oftottwam of hiBorhBf choiCB f rrcan be two cas&eu&$ BS 
&s long as ihey^ co/rie wahtn the £t2}. /Ve h&d fo gmusi art ^ 
bendect knm to fhB editor for frtis. so youd betfer be gr^ieiui ' N| 

S^nd ^ouf ieitGf^i to Uayd Mangram, CRASH Forum, PO ^ 
8oK 10, Ludtow, Shropshire SY8 t08. f cant prcnus^ lopnnt S| 
B^erythmg that comes m because $pace isprac$QUStf'm tofd^ n 
bift ni do my be^t M 




be FUN 

iddkctod [Volume 

I you t>uy n new gamo . 
^ Ml meh home and piug H in 
fmmedtoMy inMsad. W9& 
about reading the )n|ay . Re^ 
It over and over Bgain untif all 
aofts of fantastic vi9tona aia 
racmg around your heed. Go 
home . sM down aiid read the 
paper ASow ytHMmn m Iwsr 
an hour bafora you K^iMlfy 
Load up' Ihe gam^ Believe 
me riWlLLbebeiiar. 
2} Mways have LjDUD mi^ic 
playmg TNa socvea more ttian 
just to dligyto i!he tortHe 
drtbMng ootoie of the Spec 

Siaeatovo). 
) If th#t ^LiRmaion that It** 
mm* •*! been playing 

tor Hw >i»3> c^A hours is 
bofiomiiig dun oos^see your 
nPHndL mmediaieiy swftcn off 
ttid go tor a tong wale (cv get 
hopalts^ p«fi^iic. 4f a up to 
you) When you eventoally 
rMim to Oie Mme m should 
beM«il(hopilUlyl 
4^ If you rMMy warn to enjoy a 
game: Bive up end m^ two or 
diree at a ttme (Hypocnte am 1 
not}, that way you woni be 
ttkely to get home and apend 
tie riext few daya harnmefing 
he# out of ONE game. The 
novelty of ONE new game 
doeinl Mke tomg «> wea# off In 
a long conttnMoy» sifting 

Pt^toigTtea vokstia Bm^ 
Buy CRASH magazina (Not 
eve^aigiMlyatJtiitoj 

Af^j CTw aonie mcredtoly 
imterMtlng idMs (sfio^ - .) 

Why not have a Top Ten of 
the WORST compular garner? 
rve teen some tfM t atfi aure 
would be rtding high ^ itie 
ceteris . Everpiay^ 
Schf^mm. Trmmytmifiar^ 
Tavmr, irfca (kifw, kksmtw^ 
in HaH .7 And tt^OM art only 
«w BEST of me WORST 
there are other unmenionabto 
irAveMlea Ihai I toir to manttcm 
leet I beooim a Mgura of ftpi tor 
having bought tiamin thi ttm 
plttoa. 

I Uked yoi^ CRAS»«ACK 
idii ol oto revtew&. but weia 
the remaifca enttrely tiorM^i 
r m nqj be to g i Wy ; bm ev»n 
addtothwiaaa tor Mazn^s 
wouU be extremely gerwoua , 
I «n0yed n imiwnM^ tor a 
day. KisnlaBAOgame, Ma 
luat Ummm - one of Naaa 

cS^tothepoeiwho 
mmlkitrwiOMm ' - 



. 



isnl wiym itie pnM pal you 
ou^togetJSi^^even ' 

As tof UfmfC Momn . m tuki 
oin I say"^ Don"! let your 
f nands teiow that you tiava gol 
\t or thayH tm queuetng up 
outside tor a quick bash (Oui«^ 

a 

'^-.^.r. /Oil uae your Spat, 
mor^^ for games man anythling 
else {who doe^'t?) Ifwi get a 
lOyattolK. ttma^ia the only 
way to play Get a Kempstor 
If only be»use 99% ol aU 
Joys^ company gamiK n r 
wftfi a Kemp. And those 
pmH^vwimeisto ones are too 
^ MMfiiive and a RabtfNy if you 
ttift connectiona more 
..«....— -^'=^TWlencei 

Sas I alway!'< 

fhoug^n rs w^a& a sabretoomcMj 
tfg&t wt all the fUme. and ainoe 
when did JUMto e^)torers 
cflm' *wortaf CouWn t he 
h jf pistol, iMSt lobe 

d 

As toi the horror atoriea 
irrvoMng (aulta, aepeci^'f / ^t 
ChnttTiai time, the en 
Simpto: put a noifr out ^Lt 
same. "DeajSan^ my Smie 
is up the ciaek Give me a ^ew 
Ofie or 1 1 goor\A fe*nd^' 
mem d^Jfor the neitt m^ 
years " H ihb falls, ailic o^^kr 

What ^ going to hdpi 
the tentiGomlriQ mege^nmoa 
Irom Irragtne. now iTi^i f^^v 
nave waved ti^^^u 
coune.. I spea^ ^^^ 
andfiumttesr?' 
anoWw firm s*n' s 
ifiey be g^ven mrav 
Flaitespadcer- ' 
^AndwiScf^ 
beoomeamucr^^ 
rare.csoUeaofffl^ 
Somehow I drj nyone 

wanie my Sc^. ^^^ 

they can have 

Uodbkt 
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gr: 

PllW}lMr/ a 5% 
Gmkm itan«cf : You (Id< 
MOMm quftfiUM: You find 

fte W, ri^iriiy QMt III iKifwtaTi 
and fnniraitioo ar t'^'/rrki sMitt 
the rnorwy on su ross . 

Vilfcw fef rrKNn«> . .... ... 

TESCO 

mwifiq thfl pnce oi *^ r-i^i?H 
(No. I dorit how you yoitfs^f 
iWHMWbfai) you rraUy 
ihoilMiil wnrry abouljr. 
toOMisa ill ycHj ani clQifig ^ 
rnoviw up loa prle^mMch you 
io<aMcr compdHtom (C&^aI. 
Big K, 6ttn>M Corripudno. 
ite } hav9 teen sdiru at tor 
igeti^ And lor what CRASH ts. 
the da(!nitiiv# $p»c-^o4t mag, 
thtrv art r^Q tmJi eompeMom. 

Aitp 0M bMam aiampf ai 
fiDterylfmMahio 
coripribiili you Oft mi 

BASIC imigi.ti»|i|ctt of 
ip^fMOh ibound in olhof 
meguiMS tcf mucft rflth^r 
fMtf im «xDttiki«^ cartoon 
Ttmwittl Man', wtikih evdn 
rniiiit fttafvai comics look 
AA PiMM dOfl'l ffver pfint 
urifl 








p44pnii 
tie1«clii|f MItr «pJiD«' Mpt 
but^vtfi H voci mW al tho {Mi|»' 
wt of Mn, rm sum twe va 

pO0iii Hisi your m^MB wDuU 
approMia. nftl, mavba not 

nw Tipiw(M<i20) 

uiiteMJttia reviews. 



riTiMrtouiitekft 



JohnW.Ttpfw 
tunetnptowd «rKi 20}^ 
Qmwmv. MrtfordiMfa. 

Ul 



1 



JADED AND DISGUSTED 

DMfMr Mangnoi, 

I bdugm my nrst tesw or CflASH 
today (26/6/84} ar^v^as 
ct>OQftully per&utng th$ paga« 
when I goi to pag^ lOO Qno nead 
^^ announoernent ttiat Jet Set 
Wj% had some winners I was 
Crwtf aiten lo say the least, bul 
whan I read the tour POKEs in 
bold lypa i w^ utterly d<sgus1ed 
aiKJ appal!od The third POKE nt 
tha Ofity Qfi^ at alE taxineeted mUti 
th« Attic Tha tifst removas Iwa 
aNeAS from «ha row of (ouf m T>ia 
ConservHAOiV HOo'; Itw fourth 
rop^ac4?s 9m Ofinge b^ock in the 
group of bfu«9 with a blue Wock in 
Tho tony an Tree The second ts 
quite mie resting It ZBO buffs 
ooiamine theif teifi of Ji^tSet Wtity 
from 93D1 -S^SS. and rmm bit 7 In 
All the data frofn A4AD-A4FF. 
than numtwr tha Ofdtf In whteh 
the rooms a/Q storad 
£COOO-FDOO)froinOO 
(Off-UoafKMj to 3C fR^ Bow), 
th«y «■ dtocx)vaf how tha itams 
are stofad. and that room i C (Flrsi 
Landl^) has an obfdct: il jg 

nboM afid to ttia Ml of Vw oion, 
Whai Messrs HolmanandSie 
tiave done ts lo rnove ri fo Tha 
Hal4. 

I was a^B to collect 33 out of 84 
ob^aM batote Easier Mound otii 
wnat happaned when you jumped 
onto tha bed Brour>d lale March 
(POKE 38207.40 - ttie result is 
unexpoaad Bjnd dears up the 
mystery of the loo). I (Mn'l ctatm 
the pri^e through honesty 

The whole affair has left a ©our 
tasie The ONLY way to win was 
to cheat Tfiere is enough 
diishooesty in the busfnes^ with 
piiacy without Mniducifiig 
intposslble ^mee ¥M\ big prizes 
Tfie wnrffirrs would not b^ abte to 
ooHect i4 objects with eight men, 
avail wHtk the Atiic bug sorted out. 
I oouM riol contact Soltware 
PrpfiKta fti t would instantly Lay 
myaalfof^tharachtor 
disassacnWy™ Ithooghf, 

Vou may \h\r^ I'm a sora 
hypocnie: maytte I am, but ittara 
ara a thousa r>d oihef $ a 1 1 o^ar tia 
country on my side in wtkat ahduid 
hftva baan a nnasah!^ oonrtrovafsy 
Plaue piova I'm on my own lih 
IMnHng this ia unfair - for tha 
good or thfe thnving industry 
J. D. (Jaded ByteiX St. Day, 
Redruthn Cornwall 

i reckon thafs pretTf fair 

mmrB^tmg to M& wf^aT Soflwaf& 
Pr^f^Qts have fOMfm you. tn 

aAways a lot off^B$sum to g&t a 
gsme refeased on /ime, and iSW 
was ceflQfniy ^Bfy late bemg 
finished, havtng b&m^ /reaW/y 
&dv&ftisedanQantictp&tad. fa 
f^ese circumsiances it is easmf io 
see how a pfogrBm C4wi ^e 
mstfed QUI when m ftMUty U hmn i 

b0W piOp&riy 00Ougg9d. 

intef^sung^ too, tfiai«apAo Mi 



ptobhms JSW fiu i>een one of 
the moatpb^ and eridurmgly 
pop^bir (raima av«r ra^«a^ ibr 

LM 



CURIOUS 



DMlUoyd. 

I em vaiy Dyrtoua to kDOw why It 
take* sotong tor CHASH to raviaw 
garhasauch OS CDS Pcfoi 
which have l>een avaiiabto <of 
rrronltis before twrng reviewed. H 
you reviewed games when they 
feat came out. it would help a kn o( 
people who buy games that iooi< 
good but are nibbt^ and stop a 
lot o4 people Irofh waatir>o tt>alr 
monay. 

Shane CrawfOfd. 
KJnnroaa-Shlrv, S^^Hand 

(f you had re^d ihepfoce in the 
review otC DS Pool yoi/ woti^c* 
have no Ucmd that <f carefo^fy ye/rf 
tfial the game had been refeaaed 
kmgtmhfi» CRASH came on the 
soene, tM H wm betig remwed 
became CD S w^r^ gmng it a 
imwfnmh wfih a newfy d^sign^d 
cover tn mosl cas^^ CRASH i^ 
issuatfy the first am with et^ef a 
review, or at least a pfevtew, of 
r^ew gainas^af ^a$l whew 
sofhvara AcKjaaa can be bothmred 
to send copies for review m lime 
LM 



UPGRADER 

Dear CRASH. 

I woutd like to point out lo Alain 
Bates or Grimsby (Latter of tfia 
Month, Issue 7) that Moo, 
upgraded from tSK to 4BK using a 
D. I Y kit torn Fox EPectroTHcs 
Altar sfMicing jusi over C20 and a 
wait of three we^-ks, ri roolc ma 
less than half an hour lo ^nstaN. I 




haveaiso auocasahilly ^n&tailad 
the same Kit for two ff lendS in 
atout a qu^er oi an hom. 

If tw apan ia io pradous in the 
tenafa aactkm otttw maa, than 
why rat gait rid of alt the CRASH 
buga' ftnd print mora batiars 
ifi^aad? 
Simon Whlia, 
Wotton-yrKlfir Edge. Gkn. 



Whetf No 'Oti-tugs as ihey're 
atfectionafefy known m fha 
CRASH office? S^rKmiy, Ctoopft. 
tfiara has ro be some amrnpi 
made to make pagm look fi^efy. 
Alt prvntmg on a page would tooA 
liaiy hea^ desittfat. praoiOM 
space' is aiso a comkfermtm of 
how mu^ I m a^wed' (o spetid 
on ^pesaUfnp which m qmfe 
oo&ffyt Ba tait, Stmorf. CRASH 
has abottf tfta k^e$t ienars 
secfpon m anyma^me you fl 
reed Th&rtBMl mrrtrn aiso has a 
comrrwr^t to make about our 
pages 



GLOSSIER BUT . 



DaarLtoyd, 

Your ma&a^ina is Setting batlar 
with every ias^ja. yat I ml long lo 
see a compiaMy gtoaaytMua. 
Going Ehroiigh pam oopiaa iWMli 
a growing numbar of gkysay 
pa|^, but thay stiil tail to oovar a 
oompieia kncMP. ITS oftfy a srnaN 
oulMila ki what oCherwtw hokte 
tna poaWon ol bmng xha oriy 
mag^nm I actually buy without 
fiitf IMohing through I admire the 
way yoy ippair ao dowTHCHWth 
and maitAr of IM. «lao fraaly 
admitting youf miiWces, printing 
Qittcal lettera at weH as 
appraisals. I 

Ju&f a couple more poinis 
befoia i finish Why can t our 
amaring games cheats 
di^assmible a few other 
F>rogfama other thart JeJ Sef Wiffy 
and Mann: Mrner ? I've ined, but 
taU logal a grip on madipne coda. 
And fi iOva lo have an infinite 
lives POKE on Moor} Alert, for 
example Mar)^ Harvey ahouk! 
beoDme Poat Lnuraat. too 
Tim Keen, Rygbr, Werwlcka. 



toolMTfl atouf JSW'l^M POHts 
tee, Fte, I can i heip but ag/w 

Wfth you^ t ihirik an m Hmte Aves tor 
McMxi Alan witf bo prmted m the 
Cbhsmas Spac$at Now to Ehe 
p^>er (I seem m be a$kmQ for 
tottd^ of SnamM bmakdowm 
minify f}; lots of madam mavma 
~^fd why not^ - that a mwgMir^ 
is ra^mr efk^ffessly put together 
each monm^ witf > toads afpay^ 
ad^ m ft io get tn the way of the 
faal 3 tuff. seMi ai a highist pnce 
and so makes toads efid toads of 
mormy tor afl eoocama^ f wmh rf 
were so* in facf^^ a constant 
battie to erasure that each tssye 
makes its morwy back and some 
pfO/rt oyer (witftout whtch new 
Ht^as couid not be devek^ped 
aaarly^ An average mua Of 
CHA &H costs £ f 8.000 for cotouf 
of^iriefHon, eypase/iMny ^ftd 
prmtirn for} top at tfnal comes a 
toad Of other cosm, fyke myprtffui 
saiaryi Oftfiase costs . the paper 
pefissue cosm airmst £9.0Q0 -so 
myoiicmsm,pvi^i^Abig 
prot^em By miiting paper types 
carefuifyrt is po&stbie to shave as 
much as £2 MOO oft an issue's 
cost Ta ha v0 aJ( gio^^y p&per m 
CRASH would certwflyadd orf 
a^^U>ar£S'3.000 Sorry iobmso 
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dmBi(0^, but i fusi maiF}t you to 
kno w ihat we m nor bmng m&sn 

UM 

SOLD OUT! 

Dear CRASH. 

I am wrtbng lo t^l you ^boui soms 
tmck numbers I got thi& mof niog: 
on op6fiifw (he {M>lyihdf^HCrtad 
parcel and (nepectmg the 
fTiaoaw*w* I tnoughi I vi* bow 
dofw, doze guys ai a da CRASH 
0*WcqiwnidwdQngam«boQte 
And Hwi (MtMrtdfiod nw, 

On reading through f found a 
teller ol apoiogy and a pound 
note That s OK I thougbl. but ltv& 
hxm &aid ihai No 1 CRASH w^ 
flOm p leM y sold out. and ^11 no 
k>ng0fb«ai^aJlab4e Isth^tru^?! 
wfi navef see num^ber 1 CRASH 
PlMdelbvtarepmrMo 1 to make 
lh#set. 

Kevin Hote, ShHdon, Co. 
Durham. 





Sorry, H&^, its& da trvth isSM 
number I h^saligone. every fast 
copy so-W it cot/W &e mpnme^ it 
SOm& 30.000 others wantofW 
ffsfis m^n thAt woufdr^'l be 
wotthwhii^ - SQQ atxivefh tut i 
dow'r itnnk ihAts v^fyitkefy, dto 
yau? (By the w&y\ m&nks ter the 
tn^ - we'Mprooabfy 6a ustng tt 
I^terofy}, 



CONGRATUUTIONS! 

Deaf CRASH. 

Ekko to A spedal offof from P .5 . S J 
Mfit off for a game cMmlFr^^k N, 
St&m and I tm I must 
congratulare fhem on wfiat I ttrtnk 
IS a g raat game t ihf oughly 
recommend it a^ pI hia$ 50 scraena 
and )m voryplayable. It comes 
p^dced fn a special box likje Ssi^e 
tVu// We«doneP.S.S. 

Simon Wnght who daims lo 
have Qol to L99 on Lu riar Jeiman 
(eoijgnf) must have a faulty copy 
tiacaM« after L30. &arTh is saved 
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and tha game ftnisnes. 
John Hodkinaon, Sutton 
Ooldfl«ld, W. Mk^lands. 

Weii. naughty oW Stmofti 
LM 



IGNORE AT YOUR PERtU 

Dear Lloyd, 

The other day my friend bou^ 
^Deep Space by Krypionk:. For the 
money paid (£1 99)it%a& 
exoelieni value Aha. i thought, 
these dhmnp games are not all 
bad Soon I was walking to 1^ 
shop duiching ten pounds Altar a 
great deal of Ummtng and Ah-ir^ I 
bought Voyage Into fha 
Unknowr^ On woe, wqe, wfiy did I 
igrxjre CRASH'^ in the end I looi( it 
back to the ^hop and exchanged ti 
for Hopp&f by KfyptoniCr It is 
bcilJJarfi vatue and is ona of the 
most add^ctiv^ gami#s m mv 
ooieeiH^ So, bawaroed. The 
momi of f his story is (aa Confucius 
wDukt say} Man who igmre 
CRASH, comas 

unstucN ^ W3il liam Buckingham, 
Fakenhamp Norfolk. 

P S Why doni yoy pnnt k}ading 
times in your Comments seolion in 
thateviawa? 

We woukiphnt toadiftg tirn^ if 
Bnyone couW remambe/ to tm& 
th^m m th^Tu^h to g^i ^y^^rythtng 
yvnftm not 
LM 



THE £1 BET 

Dear lloyd, 

I woufd iirst like to say that I think 
youf magazine is great. I am a 
avid fan of CRASH, I hope I &hall 
be in years to come. Sknca I have 
laken the mag to school, I have 
convened 7 people to ofder 
CRASH 

I would Ilka to list my own top 10 
Ol Spectrum games: 1 ) Sabre 
WuH. 2) Tha Ho6tKl 3) Jfrt Set 

w%,4)Hulk.5}AdAatfa.6) 
Fighter Plk>t. 7) ILL. B] Doomsday 
Castte, 9) Trashman, 10) 3D 
Deaihchasa 

Please ooukt you make the 
dartoon stnp ' Jetuwi' span two 
pages insl^ of one. because 
many peopta would agree with mm 
that Jatman' ts axtra^mafy funny. 
WHy don 1 you write a comic atrip 
about Cooif ^e or Sabreman ? 
When will you be rating Sabfe 
Wiitn I ihiriK people afjoukJ have 
tha right to copy games aa long as 
they don t sell mam Will CHASH i 
be reviewino QL games In the 
near future? 




Theie te DTkJy one thi ng i beg of 
you: pleaae aoukj you tell me now 
to turn on the ^ight in Mad Martha. 

My triand bet me £1 mat I would 
not gel my letter pnnted Please 
couft you prove him wrong lor 
once. 
HarUn ft KaJty, Vakip Uncaatw^ 

td haiB to thk7k of you missmg tn/t 
an a crisp pOimtnote, MartmJ 
Thante hr your conve/^ron worn 
ar SGhoot -k^&p tt up As to 
Jetmsf}'. that's rathor up to the 
^dtfomi p&op^ sn^ Uifirffaw who 
BCtuaify hav0 the $tnp ^rawn. i& 
Ihe/e any pom? r^ttng S&tre Wlrf 
now? Th&fe$ a i^vk of iogiic m 
youf argument at>out copying 
games Quhs havBbiefi ^a 
wors r offenders whem they ott^n 
m&k^ hundreds of coptas without 
ev&r$eitir}g ar^y ofth&m^ and 
th&ro!oro QO i^rni^ damage to 
the mdusiry. iVa actually 
forgotier^ about Mad Martha (so 
kmg &gotl iHJtgm dummy from 
trnmroom and pMtatnmy irr 
tmb/a mouth, m&n you can mkB 
<^ tamp wd go do mjstairs to M 
it. The match do&sn't seem to 
come into it as tarmitghtmg tha 
lamp go^s. Arfyfm^? M to the 
QL - wh&ra a/o Ihe games ? 
The SofTwara Piracy Fiio 
questionnaire has rBsuftad ki 
bads of toms coming tack 
already ^ K&&p nt up. A tor of tham 
ha¥e bee/i vary, verytmnest. 
H^es a tetter which 
accompanied one fortn . , 

PIRACY 

Dear Laltar reading Ltoyd. 
I am wfffru atx^ui pifates I em 
one mysetf. and everyone I know 
who haa a compute*, pirates 
^ofMare . It canfKH tie flopped, 
bui can be scaled down to nol ao 
much pirating is goring on But I 
must poi nt ou\ that it m itie 
aofrware houses' fault for having 
such high pnces 1 woukt not dare 
buy a game and keep it ! I would 
buy It. copy it and take it tsack to 
the stiop arid change it for another 
wo, then copy Ihal and f k?d rl for 
half the pfice. So in the end I am 
geWng torn gamea for about C3 to 

They say on iTVs Database 
programme that a new 
anti-copying device is available, 
but I expect no one will be able to 
stop a mass of Spectrum pirates 
from copying software. The prices 
are too high. In Debenhams my 
mate and I were looking at 
Spectrum sot^arf» whan we 
tound one of itm ca&^eite cases 
actually had a lape insKte it [Bear 
Bowur). So I said to^1im, Mic* 
tiat for me end t H give you 5^ fof 
it rxTW. and an extra 25p It tl 
wodcs' He stole it and it worked. I 
fourKt it was a bit like Parte" and 
dWnl llha it. And 10 think, some 
poor fela would pay €7 fof it So In 
my wori:^. sottwafe Is a np off 
untess prioBs come down„ 
C. Joiwa, address witheld by 
nqueet 

The whtar is to be cammmded 
tor his frankness, rfnor his 
honmtyf in fact t'm a Dif swp/ised 



by how frank many writers have 
been on thts suty^act for pemaps tl 
just reff^cis the fact that readan 
see CRASH as hovettng 
sotnm¥tmmtMW9en 
cintfarprountf fna^az^rrep and 
facisttmda pre$^. d'ua to the 
constani pohticai tussle between 
myseffand Na Who is 7o Be 
Obeyed -and therefore feet like 
aiftng their views J The nexr whtei 
is pretty much w the potni . . . 

D^r Mr. Mangram. 

This is anothei letter about 

software p^mcy. but. unlike some 

qtiief iMm you have pnnted, this 

one Mettle truth about the 

sftuaikM. 




I am one of these pkaies' but I 
am pleased you made the 
dtstirKtfon in your questionnaire 
between commercial and home 
copying. Personally. I tiielieve 
home copying is re^ati'i/ely 
harmless aruf so wtdespfead tt\at 
to stop, or try lo stop this, woukJ 
without doubt fail but that 
commerdaj copying is evfremely 
evil and damaging to both the 
so^vai^oompaiiMarid the 
home odplift, wto are often put in 
the same <stagory as these Aifur 
Delays' of the computef wortd. 

I will now tell a aiory about how 
a new game is aoqu^red; a boy 
goes Into school and sees anottisr 
Boy coming towards him, who he 
knows Qwrra a Spectnjm. He says. 
Hrtto Frad. I flol Chuckte Egg off 
a mate of mtne the oiher day - do 
youwan itT 

The other boy (txith b*ira 
Spectrum owners) saya, yeah. 
What d ya want for itT 

Ffed says. Have you go* 
Anrfmd?, JohnT 

John says. Wo. but IVa got Mr 
Wimpy Y 

Fred says, Oh, fr>en bring ua a 
blenk tape tomorrow and I Hdo 
youAoopy 

John agrees and Itwy part 
compare A couple ol days later 
when Fred has Mr Wtrnpy arxJ 
John has &iucki^ Egg . Fred goes 
to another tri«na who doesn't 
krM>w John and swaps another 
game for Afj- Wmpy. 

They do a dMl and Fred's 




s 



^ 




ftiend gets anott'i&r game tor Mr. I 
mmp¥, and All ttievvhto Ihta has 
bmii happenuu . iJohfi hu b0«n 
fltiltjhg gamaa tor Chuckie Egg, 

Th8 point I am irylr^ to mdw te 
Ms; K scvmaliCKly dhlv makM two 
Of thiagCQptitolaMme to WMip, 
turn tia&a cqplM wl in ty m b@ 
swapped, and 90 M Qoes on . until . 
hi) roaMy, tmm are mteen or more 
copies aiemmlfig from one oflQfcnal 
ardfiotless 

Mtor e wtiMe. whef) evefytsody 
where you live has a copy of « 
certain game, the game thai 
stamd aU Iheee cqpies has ended 
ktiMorMng IWe ia its owner can't 
Map II tor anything . As an 
e&iifiple. If you went tning lo get 
a game off aomtfxidy men Jer Ser 
Wr/;>^ Of i^eiiMa wotid not aid the 
{^gaining powttTof the peraon as 
awytoly. at l^ast wtiere I llve« 
has ft CQpf diJSW or WtmeH^. 
Whal's mtx^. t onhy know one 
penon wtch an qrlginQl 
(shop»boughi ) copy ol Jbi Set 
W^f - so perhaps my prm^ious 
astatine oi l&tol N>r pirated 
oopies t8 a bH oorwervaiive. 
in my araa at the moment 
{wrttlen 1st Septambef) the besr 
gaineelo have tor swaps are 
mticSr Oodtename Wal. Krakataa 
FuH nmm and mtchpom^ With 
any of iMe^gwiM you could gat 
two oflM morrth's games 
llnddantaly. I tw^ copies ol aJi 
rhese)! 

You m&f iwm noticed in my Ust 
ihat al lia gvnaa are very reoenlH 
wifiich k a maior iiclor aa only a 
taw people havethaie gwnss. 
Ihus put&ng you In a top 
bafg^Mng ()oaWon. Most people I 
hfKMr cormjaf It a rnafler of pttde 
toorriy buy games^ s^. once a 
nnonti. amql odurse, the quici^er 
you ge! a ^py of a new game, the 
higher up yoii bw In the pirating 
frDemily. and you have a larger 
^icxs of ^mes lo i^wap you/ 
newty copied (smash hH) game 
to! 

A commonly held 
mtscon^ption js thai home 
pities never buy garrbOS This Is 
dilMlety nol true. All in all I haw 
^ent aboui £80 on games, but 
;hese only count torafractton d 
my oDilectlon o* 1 50 or more 
g^nes. 

Onto commert^al ptracy. 
Specinim software companiae 
t\a^B bmn max^ng a lot of luiS 
atout this and nghfly so. but 1 
nave daHberately been taFking to 
o#nefS of other machines to toH 
CftASH maclefs about this form ol 
ihflfi 

Oue 1o ttie Sixtorlionate price of 
Alari soltware (between £25 arKl 
E3&] a lot ot Atari owners are only 
loo happy to pay £5 for e oppy^ As 
Spscfnim softwofe is only an 
average of £5 ro £6, relatively 
cheap. It makes Spectrum 
software less of a target lor 
oonufwdal rtfHsfl toppers There 
Ht Onhf a few Commockire games 
MWth fippfng-otl, m the problem 
doesntapptyr 

If you look a! an aJI-compyi«f 
aoKmrt chart . ii goes to prove 
whal 1 am saying/ M<^ of the top 
carries are for the SpecOinn, 
nwer down oome the good 





Commodore games, and at the 
bottom are tni hinge marines 
like \im piWMJr^S Saeb. and itw 
poseuf-wtlh-tess-money's 
machine - ihi& Eleclron ^ight 
down aw scattared a few rai4 
game^. which are indeed 
excellent - why aien1 more Atah 
games being sc^*^ Because of 
commercial piracy I was looking 
at the 3Qf|Wiftr# ogae^ign of my 
Atari ^owriifigMimli and dWnl 
iee avan one orig^r^r Mo wonder 
Aiart ore In troubije 

The moraJ of ihcs story bs Ehte: 
Spectrum software compankas 
^houkj r^ i^idcy - your gamaa 
reac^ mjmiber one and sal In ive 
tlgure numbers, and that your 
ao-caled piracy problem b about 
^ amal as avalaDla mofnory In a 
Baeb In N-res rnode. imf that i 
(he 80^<::ai^ Spectrum piracy 
pioblam did axisi so aariouily 
ifian A) Speculum games wouldn't 
take nine out of the top ten pteoea 
In the chartSp and 8) there 
wouhfei 1 be ao many wtMng 
software companies aa ttwy 
wo4id af^ have gone bust 

Thte letter m re^aMy to encourago 
all Spoctrnm ownere who donl 
huv m^ny garner to ctiange ttialir 
sefrisn way5 and apMnh mA eweiy 
week or so cm a game that ctoiiinl 
Ol^ash or need a self ad|usling 
CftSSfitle machine ro load - i.e buy 
originals if only for your own good, 
as with mora money, software 
oonn(»nlfle rnaka bailer gartiaa, 
ao In tie tone njn. the gamM 
player, benefits imnnessuraWy. 
Andrew J. Wrav[1S]l. 
Harpendeii^ Herts. 




ifm Sottmare Pimcy FJte 

J^he msu^ mH oe in n^xi monrft's 
issue, tf shoufd make mfQrstmg 

LM 



A Brr pmrniEss? 

OmrUoyd, 

I would like to poM out that 5^£}/e 

W^ msps l^ve alrwdy appeared 

tn other magazines, so it seofns 

rather likat]^ ih^t many entne^ wiii 

be Q0|3ied ^ely from it>ese and 

the game wifl be left unexplored - 

surely the aim of your map 

compeUtion. 

Q. Maykirp Hubyp Laeda. 



W* Ve nof parfKufEfty bomerea 6y 
oihBf magazines ^utfishing iha 
Sabre wytm^ps -itseerrmd 
tnevitabfe that mey would Since 
CRASH appearetf a/' tfFS gamas 
Qfieamd mags h&ye been geWng 
jumpy about being tim t m wiiti 
ev^fylhing. Ultimate &sked us Id 
run a oompefrewi sim^r to fha 
Aic Alac off^ and i^ai fne^ni 
foregoing t^mg first m mth a 
map, natufaffy Besi<^^, ^ doni 
think we wouJe^ ei^er p/inf a mviaw 
of a game pk^ tts map - when 
rtatf the fun of the game is findmg 
your way aroijnd rt The idea of 
ffm map competition m not 
BQiuafyexpioiing the game, but 
producmg an accurate AjVD 
ARTfSTjCAUYdfawf^ map. 
ObvkHi^ copias from afttmfPQC 
Of C&VG wdtgo m tfte bin tm 
mtakS 

Going ba€k to the sabieciof 
upgradm. ham's a warning h&er 
from one rBader who tound f^e 
busmess tratimatic . 



RIPPED OFF 

OearUpyd. 

In your wua 7 1 road the Mter by 
Atan Baiaa almjl upgrading. I 
have had an mmn worse 
eKpenance i son! my Specirum 
for an upgrade in May t P83 To 
INTERACTIVE INSTRUIIENTS 
Ltd. When rt was relurf>Bd it was 
not in worlcin^ order I have sir^ce 
returned tt twice txit tx^th limes it 
came back broken 1 sent it away 
lor the fourth tJnia and havenl 
seen it since I hna triad to 
oontadl Itiem many imaa but jMit 
get axajMSi unM a tow monlns 
ago they saki tt^y would give me 
co m pqn s aJion. which i have never 
seen, They have moved address. 
\ endose some details about my 
F>lighi. If you can I he4p me in my 
Dompensalion ihen I f>ope thks wiH 
persuade anyone not to have 
anything to cto with Fnteracthna 
tnstrumtnls. I have since bouqht 
another Spednjm despite havwig 
loslCtM 

Oal# BalMnger. Caahas Green, 
9foud, Glos. 

OaAi aftcto&ad the sales inmKe 
kom inferactiva tnstrtiments Lfd.. 
as wail as datatts otf^is and hm 
father's communicabons wtth the 
upgrading company The 5i/ss 
irt voice r$ one Qf lAose 
off-ih^shetf /obs wrtfi no 
address filla{i m. but only a VAT 
numtmr. t triad rracmg the 
company through their VAT 
r^umhmr, and the Ci^t&fM Mti 
EMcise office replied JAaf lb ttmlr 
kMwhdga t^e company was snH 
frm»>g. 

interact^ye instfumenm Udr, of 
PffQt House. King Street, 
LakiesiBF are unobtamebfe as 
thek telepfmne has been 
disconnocted, and according to 
one member of the Letcestsf 
software fratemrty, rfte co^tmmry 
has gone bmtowmg ton of 
money ^ cusf^mefs Mhe Dels. 
This 5amepei^on afeo sent a 
Spectrum to them tor upgrade 
and toid me £haf the re^utt^^t iob 



was a mess and the computer 
didn't work. The company 
director ma r the Bamgefa warn 
trymg fo talk to was a Mr Taytof, 
w/io seen^ to ha^e been unaMa 
to cope Wtth Gh« mafi^overim 
eMfraordinary tong pmtod ott^vm. 
If VAT are corredafHi kMmctfm 
mstruments Ltd mes^ln 
tu&inets. then fts time they 
stopped acting Me crooks, butt 
SJjs^act artyone who is stk 
watting tor thmr machkms or 
^ompensatfon ts gomg to have a 
hng and probabty frutttess wa^ 

ON ORIGINALmr 

Dear CfiASH. 
I am writing lo you on ttii 
ooPTroversial subfect of your 
reviewers and arcade games. On 
tie wtiQio the reviewers are good, 
ttid certarn^y the most imformative 
of any magazine (re^lylh but 
when it comes to a«^tuat aitada 
video rnachlnaa, ttiatr knowledge 
la somewltat laddng. 

I^or swiare, Mtarofnafita an 
quia ^^ong - Koamic kanga la tM 
a 'totally orh^tnal ganw' but an 
almost estaci copy of the pfetty ^ 




arcadagame JurrpSug TNs 
game to not ur^comrmn, ar^ any 
ieM-remttcttng games pilayar 
shouki rave ai least ssan tfids 
game, but rwi one <Ayom 
reviewers (¥vtx) are pfofassiorttii 
or a sort) mentoned this ted. 

Also, in Iha review of Fu^ 
Thf^Ma. tt was siitad ttm it ra a 
'Pole PosWon' Wta game - but 
even baller becauaa the road 
actually moved left and rtoht 
at^ou Iha acraan hiaiaaa of 
slaying fbtad ^ ttie centra of the 
screen ' A tfdkk t Op game iri 
pradtoafly any am»amani a^eada 
in tfie country wtHiid show the 
reviewer that the load actuaJiy 
moves more and far better than 
ihe rQvreWQf tliinks. 

A far mora sartoMS enrror was 
made t^y the reviewer wtv> stated 
Brai The Sirds and The Bees has 
a 'Scramble' etyle radar aoraan . 
Pleas« Morni mis reviewer that 
there laaHv Is a dMIeranoa 
between Scramble andOatondarl 

SWi, on the positive side . they 
did not maha the mistaka a Home 
Computino WaaMy c«Ma¥^fer 
mjKtop siaing thai Artrog's MtssHa 
Defence (a Mlialo Comn^nd 
game) waa anottiar wrB4on of 
space Invadersl 

To conclude . ili Mk hi that , as 
specialists, the w v l aware And out 
more about their spectaHy suti^ecL 
A iMe more background 
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Spectfum cQptos can te 
oompAfed wrth ttworlglraito wouU 
kmrovi- th^ f©trter(^ no €fid. 
Nick pB^e, J8ddr««ftMpwaltd 
froiii Mter - Borry). 

buf UNftkvouMm ^&bng ih^ 
Spmrrum revi^M^ ifftmioo W&ra/ 
a m^ner. Nick. tt'B Anys Asr 
Kooffic Xafi||«lt npforMlna^iri 

Spicmim. Themmafk^bout 

to 0^ ATflld^ original (which mv0n 
JtooMM CA^S'^ ^e^^irt^er^ huve 
mmi) tM m iph^sb captor of m^ 
Offgln^ 9irBady i^vrawiM io Ite 

w«l M Mft l>« wen Pfi Full 
TliniMi. Ymt^r^ of coufsa ijiiim 

i^wnth'^ 0nd Defend^f ^ju^ A 
mgmtmt^0 shp of m^ mnguo i 
jiispBCL i y^oniiQf. howe^f, 
^fi^mffwf U^fB's much to be 
gB^mf turn trying to compsfB 
WcadB onginalE kVifh Spectrum 
copi&s - f know we do do if -tjuf 
Spectrum games ate a thing oi 
^etrown. As a matter of faclmost 
of oui young r&vi&wers do get m 
$9^ piertfy of v4Ma macWnes , bui 
you rmght to urprts«d to krKfw 
ihmonmmitQtBtigciiYjtim't 
vef|^«M^ 1as#0 msiiy gamos W& 
w&Y^ The Bnnuei Ludhw M9y Fait 
fwdS tot>&thi& &esr opportunity it 
¥Ou don't tmY9t m wfct^ed pi^a^ 
m& BImmghsm, 



Jf wu plemani surprfse to te 
handeddown the hihwing teWw 
¥fhioh was $«nf to ffoger Kean by 

Zlggur«tco/ui7vi Kf Pt>putsF 
C&nputmg waakfy . . 




ly in reply that Ihe fe' 



B ^i^iteh ate auwy had tiol r jMiiiXl M the ttrw OtMC^IiSoIr 
wim ttm idM ii>d Dikiid fh 

theyr 





tatty) educatior^ software that 
appears 
3. As someone ts iniefesied fn 
the hisiory oE miaos. the it>osI 
^terei^ting r^ular in CRASH Is 
CffASHBACK, becaose a 
ahQiM how vimvt ciwiQB - in 
the Saptombar iMiii th9 
mtifigs of i4;c^6/7i^f wari 
dropped - a good Idea Inevar 
VkM Mchemts t as it seemed 
rai^r unimagtnative, slightty 
diff ef«fil ixrt exceedingly 
botirvQ I iNr^ that mtidt p«phi 
ended up feeiing the same . 
and Ml>o prod need rt ? 
i am no4 sura what cortoulsiaiia 
or\e can draw Irom this ifishnr^aah 
of obaervaHora, but - at you 
imptted III your ediDiW - iht 
me^ta has to talie Mfrw of the 
blame for noi bs^ing suffldeittty 
orttical of both tr^ daJrr^ «nd t^ 



game. 
Boris AHan. 



Braimhai, Stookpoft, 



JiMi before QtoSfng rte issue t 
wm iktmusty deitghted to 
/ecawe fffts iettm from e 
spOkmp^^on for b welfkr>oyvn 
softwarB hou^e . 



OF SIGNIRCANCE 

Dear Edftor; 

t tixjnd CRASH S^ptembef . 1 084 
very brrlafetting, esp&paJty your 
Ediloria! in which you me-nboci my 
Hggurat articte about lmagir>e 
mi their lack d trr^naiion 
Skioa writing that Zig^ jrat I have 
thought more alXHJt the topic, and 
I wouk) Ithe to make trie f c^lowang 
points 

t. I ^a^ askad tiy a friend, who 
runs a s^^ftware bu^lriess. if I 
ooiAd recommend a machine 
Gocte pf ogrammeff for a 
(yy^time inhoijse post Haloid 
ma that when \mag\m crwhed 
ha wn IfHmlated by oyt of 
woriilrnaelm people: ha had 
not touraany ramoWy 
sunaciie'' rwnipi im 9 
significant? 1 tfitnit so, 
2, When I cwnmented on 
'safious^ software. I saM chat 
what counts as sanoijs or 
u$^lu] van^s trefn^n<laiisly 
with ihe individual], m m^ng 
Ihal statemenl I w^as 
oonsciotj^y not excSydfT>g 
gmnes fcfHlieSep!emt>eri3aiMJ 
you revww Whrta Ughmmg 
which is a^paiiia orfantalaQ 
product, but which I considef 
as senous (or more senoysi 
#^f\ most of (he (ganeratly 
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FROM THE DESK OF 
GRAHAM STAFFORD 
(DESIGN DESIGN) 

D&ar Barday. Midland, Nat. Ltoyd 
Of whatever your name is, 

I would like to ejcpress my views 
on a nurr^w of subjec^te raided in 
the litterv (^)lumn dl Cvrwh, as 
chflRifiged in the besi ever taue 
of tttat mfffst woncJerfui ma^azirv 
crtyouis (The one wots got me 
tnF) 

On the subteci; of piracy, a 
numt)ef ol letters have baen 
pubH^shed, which I feel have left 
sevefal points uncovered. As I 
Biaied in our interview, arid I feet 
Ihti to the vvew d the ma^^ty ot 
ao^ware houaaii aoMwafe 
awppping lh playgnoufidi^ ate. la 
something that wil always be with 




us. and te beyond the scope of 
any realistic form of legisifltK»i. 
However. commerciaJ piracy can 
be cyft>ed by effective 
9OWfnn»nil0gi5taiiof> The 
commaidal pirai^ \% oui to etpk^ 
the buying public, by produ^irig 
solera of substandard quahty 
(failure to load, conupdons, badly 
printed iristryCEk^ns. bk}. l4oior^ 
does this steel a company's 
revenue, as welt as tt>e 
programmer fi but ii has a 
iGletnrnenial eKect on a company's 
fHpuietioti) • 

To preaerva revenue. bc«h 
company and programmer win 
nahjraUy use iiieaaures to try and 
stop playgfourKf piracy' , such ^ 
^keoial loadars etc^ H you ere 
groiriQ 10 pirile a tape you should 
at least have \o put some li me arid 
effort imo H ' 

It is a widie^ hekfl belief that the 
prk>e of senate i$ too high and 
the redaction of pnoes would lead 
to a reduction in piracy. Thte ra no^ 
so, there are as mam pirate 
co|:Mes of txjdgel software as of 
conventisE software 

Irv aimwef to Pmi Watls, you 
dof>1 see imagine'i tfreeiom 
rking Oft gMili?m built bikm. at 
least not any niore yt^ dofi t. The 
greaty eKag^erated daims of 
oompan^es like Imagine have led 
fho buyir^g public into bellevfng 
that the softwife buginees is hii ol 
people earftlrai vaal qyaniies of 
money and ddng v%^ lltde tor It. 
TTiis IS not the case! me software 
IridustrY is r>ot the boom kndustiy tt 
to portrayed a^ b^ng. The number 
of companies that hJive gone into 
Ik^uKlation ts an indication of tt^. 
usually Ae extravagam 
odfTipafms are those to go firsi 

This bringis m© on to Anthony 
Dyson s letter in the ea/ne issue of 
Cwash. or^ whk^ i^ees sonw 
very vabd poffils . Over the las) 
yitr. ai«d i^ieclally^ice the 
appeaittftce ol tiuopaf adlwareT 
It h^ beoome less pr rt H ab l e for a 
wnter topro^ica a large quentfty 
ol sub- standard games me 



qualrty of software has 
ur^doubtedly got better as a 
greater amount of t^me is required 
to raaoh present market 
startdards, anottier reason wtiy 
software priCM have riot fallen 

My fkifll eprtoui ncAi ti tiiat 
softwana wrftefs amJ corrwani^ 
wem into the software induslry to 
make an honest Imng. riot to 
make rfionay by false pretences: 
this is what a commercml pirate 
does- 

-On to the less senous sKJe of 
this tetter, yes there is ooo. has 
aniytxxJy mapped Ha^is of ihe 
Vurma yet? My tiigh score on 
Han' is 2173, 1 oompJeted it 
at>out six rnorirhs after first being 
confronted by the damn ihing(s}. 
I'd also iike seme anewtrs to the 
following quetflons: - 

is Uoyd Mangi^m paranoid? 

Why can t anybody at Wudlow 
spell Cwasfi property? 

Why IS Manchester wet? 

Who are Rainbow Software? 

Does afrytodv realty care? 

So please t>ewe you ptrate one 
of the games like wot I wTuie , 
spare a thougtit for me. sitting at a 
word proce^pr m Manchester, 
woodoftfu whether i can afford 
the Petraftof ffiy Audi. Simon's 
Lotus Turbo and fMI's XR4i 
gqKe) 

Yours semi-sefkMJSily, 

QHWham Staffofd of Oesign 
Otelpi {u ted to be CwysiaJ}. 

PS If PaylWatt^tllltracombe, 
Devon) would like to see how a 
software house reaity works, he 
would be welcome here anytime 
(l»1 '205^6603). 

tt'S okay for yt^u with your Audt 
OuafroiS^ Lotus Jurtx^ and a 
cornpafty ftaet of XRm -/b^e 
tfidwdff 4t to my paranoia o/^ 
my psychiatrist can comment 
(a!&wdgh / was bom under ederk 
star), ukJ as fbf rherKt of ywr 

fetter, i mink il $fm^($ hritsetf 
v^ntcoiy Thanff^ouGwaham. 




Weil thet^e about all for ihle mcnfh. Oli-biiga netwfthstaridlng. I've 
run oyt of allowabte *pacii- Wa try to get round to as meny leters ae 
possible each month, but even those that get missed out may turn 
up If they re relevant the following month, and pnyway. «ll y04lf 
comments to gel read and ir^wardfy digested {the doctor^ are busy 
rouad Ludlow)! PLEASE, KQWEVER. DO NOT enclOGe any mal 
order forms or money m mall to myseff or comppetttionB in the 
magaiAiiet because the mail doesn't get opened every single dsy. 
ifid your ordere may go missing, be meparBted from the only 
eddrew pertiipe, and certainly get delayed. But keep writing In I 
LM 
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1Smgne3t»ti^ games fhmi 
CREATiVE SPARKS 
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Pfotrammtlli 
JirrKkli Ifvltffici fer 
thi Spectrum 

£19.95 





i-. I i-iTii - Hariri 



lnrHl#MI V4wrtv« IPtWI^ flP'alW 



QUtCMHOT a*ajQV8ncK 



I 'im K1MM1 



f13J5 



ifl4 114 ifep4 f^ «««*4irt H^i ■ V At .pTH'l P t, P 



f LlflHTLIWK J3YSHCK flO^gQ 

■Hi IC^^H-I 



S«r *'*r J^li* P ii P 






im^ VAT vMf# AP 



D«lw £iH|uirifri W«k»rtit 
Phone LlkIIqw iDSS4] 48^4 



FREL LTD. 



ALSO AVAILABLE FROM 
S€LEGTEEr RETAIL 
U^ ra QUTLETB 



Hcclc«vt ^1»l^ TtTn««NjB, 






Qty 



CCKk 



«t 



na 



ei 



^ 



H*m Pf *fr Tfliij X 



' fill 

^ no J 



#flUi 



s«t 



PMM 



^ i-fl 



biP^ri^ idp^Kti Hi^l 



# C»H 



I «nf1tfiip * chff^ji/eiirti.111 Di^' '^'NHH trir^jiH* ir^ f Htt I I'D ' 



iim 




^ESHVlR 

vtrigln a secc^ otwic^. 
VIralri QMunM 16 ooirig Mo 
ONWmaa wrth A Irwli start 

^■clor l^tck Ate)WKlef /The 

ariy mDm; done, it soams. 

HBMisre of Httoft in tho fiop# 
Wiatsonwof them will be him 
iMltttd a fnore selective 
epprMch hoe been edopied. 
F%st got for tie ^edlrym ia 
Upraletoop (Reviewed in thu 
KafWii^liUft^OOO 
IJPM tor a prtze ndlfiB on Hi 
compiCfilon. A latef nrieese 
ivW be The S/z. described as 
tie ultiitieie UfTipi^ 
foe ttie fnjatrated wck ttar 
WWaipfa yClirieSieveyofme 
FfeiMe8i who hed e nuinbef 
offeel ifa hili incMttng;! m in 
Love WMi Hhe QM On The 
Vlrgjn Manctieater Me^astore 
Oiec toytOe sk;. the game ii 
saU fo oontstn *aliT^QSt too 
rngdi reeiisin 

The new aeme6 w^^ r^ Mih 
enewloo||[mQ8sec 
wllh traraparenibeofca eo ttiel 
Jjlgjgvm wraps amand I 



iiKa a book. The inlays are 
more straiahttorward 
hyped th ous 

pubildty 
lecioallng£t/4m 




FRENCH IS MORE 
FUN 

Fdlowing the release of 
Frmch FS Fun and German ts 
Fun, C.D.S. Micro Syeiem^ 
have produced an audio 
cassette which is 
synch ronised to mn with both 
01 the programs Th© audio 
cassette is designed lo aid 
corred pionoimciataon of the 
words and phrases contained 
in the tvro programs II costs 
£3 50 on its own, or you can 
txjy a three-padc oo n t dnlng 
Frenc/r - GBrman is Ftm plus 
the audio cassette for Ei 2 99. 
a saving of £2.4 1 over the 
individual prices of the thre^ 
tteff^. 
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FRONT RUNNER 

Martceting giants K-Ttl have 
announced ma|or nmv p(ans 
(0 riandie the production and 
distribulion for a number of 
software Jiouses both UK 
^nsed and abroad. This move 

awstheif launch into 
> nes software lasi year and 
a penod o1 considerabt© 
invesiment in research rr^ and 
analysing market trends they 
say Lets hope their extensive 
research has taken mto 



acoKini the sonr^ewhat less 
than marveilous games 
released by them for ihe 
Spacinjm Pan of the reshuffle 
includes renaming Iheir own 
sof^are divtsion - Front 
Runner. K Tel have nol 
announced yei whether ttvey 
will be launching any 
Spectrum games, a though 
Star Wamof. thought to be for 
the Commodore, is due about 



POST-OLYMPICS 

||mtitv« bMii axqyWiii 

Hln0 Hsi CAASH iftnsMMl 
Hi preview copy of O^ey 
Thompson s Dm:&§tkm, VhB 
div ^e^tieseciimd itie Gold 
tf uM Angelit, bijt iMftiipi M 
lust Moul till miy^VM] 
would OMAn hftvt dond had 
Hw dic«thl#ieteii0d m ins 
Olympics altoraili (iinMiely. 
but poialbit)? Urrfortunitt^ 
Jte prfvlBW mv wo.^ f nr me 

l^rttim ihd Spsoj ui M 

uArtJj^nj. j 





The lOileciimon 
ans iM ptaytd under 
- mmiQ siMielarcfe 

in ^shorltlTT^. On 
SpMlrum vtrfiion (wfttten 
Dan Harifty. Paut Omni 
ami Chilitifi 

computor^ xTiattime is £6 90 

wllh rmvlttea going 10 Itii 
irtm*i Amatoir AmtMic 
Board. Ocas fl 




US GOLD FOR BRITAItl 

Still on (he sobject of Gold and 
Ocean, Centre Soft, ttte West 
Midlands software 
dtatribiilOfs. have joined 
forces with Manchester-bas^d 
Oc«an to irnporl, manufactiiWi 
under licence and marlcfll 
AMerican software unctor the 
name of US Gold* Tan leading 
American software houses 
have already signed contracts 
wHh US Gold. A lot of the 



Wiittlr«d&ri&fOctit 

Snrmi AJfi^lsa of C«ft- 
ni 



Qiamm already out have been 
fef fie Comn^odore, but US 
Gold intends releasing 
Spectnjm games as well 
which should shortly incfude 
Commodore hrts like 
Baacrthead More as soon as 
we know. 



PETER PAN 

Hodder and Stoughton the 
well krK>wn book publishers 
have nnoved into computer 
games, kicking 
adventure called PBt&r Pan - 
7j^e Adventure Descril>ed as 
a sophistk:ated interactive 
adventure pame. Peter Pan 
tests The wils of the player 
against pirates, mdians and 
Wild beasts tn the fantasy 
work! of ttie Nevertand II 
comes packaged with a 
paperlsack editiofi of the book . 
Hodder and Sloughlon have 
been associated with Peter 
Pan from the beginnir^. as 
they were me originaJ 
publishers of the txx)^ 
author. JM^ Barrtep leftthie 
copyright of Peter Pan lo Ihe 
RoyaJ Hospital lor S»ck 



Children, Great Omond 
Street. London and a royalty 
on the adventure game, as on 
alt Peter Pan books, goes lo 
this cause, 




SHERLOCK AT LASfl 

Ejthlbttlng a most 
Wfvcharacteristic lack of 
punctual rty, Ih© great British 
detective has at last aitlvad 
from Australia in the new 
mmadventyre from 
PMboume Houm - ShBrfock 
(reviewed in this month's 
Adventure Trail). The 
pfogramming teani led by 
Philip Mitchell has been al 
wofh tor ovef 1 5 mof^tPis in an 
attempt to hop over The 
Hobbff and oreale anott>er 
landmark in computer 
adventunng The 
backgrounds and location 
descriptrons are true to itieir 
period, right down to the 
^)Mm tiwns on London's 
UiKlerg round Anyone who 
cfoulMs the authenticity ol this 
pdnt should take a irip to 
Baker Streei $tation (District 
Bnd Cirde Line plattomis^ 
which has bom woentty 
cleaned up and dearly shows 
the huge sloping vente used to 
reteaie She smws and lumes 
from the platform. Sherlock 
ooets £14.95. 




DANGERMOUSE 
SCOOP 

Readers wanting to know wfty 
CRASH hasnt had a review ot 
Dangennous& yet may be 
Intomtod to hear that we 
haven't yet had a preview 
copy of the game (yet' ts the 
5th September). TY^ reasort 
behind this would appear to be 
that Creative Sparks^ 
prodiicers of OangBrmouse 
[the game) have been 
employing what might be 
called cross -magazine 
diplomacy' in the CRASH was 

Siven dtackh&wk and 
Insraecoac^ as exclusjves' 
white Computef & Video 
Games got Dan§§fmOM0- 
DangermousB In Dout^e 
TmubtB, reteasadineajty 
October, coste E6 95 and tor 
tfiat money wril pi you. the 
greatest secret agent in the 
wofid, against the villainous, 
megaJOftianiac toad Baion 
SItas Greenback and offers a 
competition to the most Skilled 
players who could win a trip to 
tie Cosgrave- Hall studi<^ lo 
meet tfie creators of 
Drni^germouse The transport 
wilt be by Rolls Royce and 
heticopler A review of 
D^ngermous^ wiil appear 
in the next issue 
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THE EDGE 

Sotiek's Managirtg Director. 
Tim Langdell, has issued a 
mysterious press reiease on 
behalf ot The Edge - 
described as the creative 
group" whch has broken away 
from Sofiek intemationat 
Langdell says. "Over the paM 
few months I had been 
bringing together some of the 
best talent woridwide to tomi a 
unMqiue group ot programmers. 

Graphic artists and mu&k;ians, 
;ieafly Sofiek s game 
creation and martceting 
division had grown immenseiy 
in the first haff ol 1 984. The 



ffi able to form an independent 

tfi divisKjnotSoftek ' 

■ Quite how I his creative 



NAME CHANGE 

A number of software houses 
recently seem to have been 
changir>g the^r nam^s from 
one thing to another - whether 
to confuse them or ua is not 
known. Latest to iump on the 
bttKbngon and cover its 
tracks is Computer Rentals 
Limited {C.R.L.) who, with 
fiendish cunning, has 
disguised itself under the new 
name ol CRL Group PLC. 



firoup squeezed mlo Sotlek 
ntemationars tiny two-room 
offices m London is a matter 
open to question - the iatest m 
space compaction techniques 
no doubt Anyway, they seem 
lo have been busy getting 
Personai Computer G^mes 
game of the month award tor 
ftielr Commodore game Quo 
Vadis, and more amazingly 
entering the Compuier S 
VtdBO Gsmes Hati of Fame 
pages t^elore reteasing the 
Spectnjm gameSfertsifce. 
These two games are 
described by The Edge as 
megagames ~ the first ever, 
and with a foJlow up titJe of 
PsytraMx. SottekandTt\e 



Ijtile like a Liverpo^ giant 
Lois hope Sottek doesn t go 
right over The Edge. 



SPECTRUM DISK 
INTEflFACE 

Stattcofn Oiitrtbutlon have 
secured the rights to market 
the Datafax Spectnjm Disk 
Interface The system is 
designed for the 
Datafax. Hitachi 3 ' ' dsk drf¥e 
although it can also be yMd 
on single sided 40 track 5.25" 
diskdnves, , 

The d isk i nteriaoe comes l 



II 

I 



T 




complet© with leads and a 
cx>mpreh0nsive manual tt 
onl^ uses 6K of umf memofv 
fof the operating system and 
albws other per Iphafals io be 
added via fSs own edge 
€Of¥ractof. the jnleftace also 
hm a system ros«i button 
whsch gels round t>e invitation 
of Goretantfy plugging and 
ufipKigg^n^ the Spectrum 

The syslem will save BASIC 
and machiiie c^e programs 
fts wei\ m arrays A utilrties 
diskette Is provided to allow 



Immediate use of the system 
while learning the oommands^ 
FofTTiatting is can ied out by 
the interfa^ rather than by a 
BASIC program The 
mMimum number of files per 
s^de on the diskettes is 78 (of 
less than 3K per file) and there 
is a slocBge capacity of 1 CK)K 
per side The user may call on 
Ihedisketl© inventory, erase 
unwarned files ar>d make 
bade- up copies. The ZX 
Spectrum Disk Inf^rtace was 
launched at the Personal 
Computet Worid Show 



ELITE UNDER WAY 

Elite Syaiemt Ltd , formed 
frorn Richard Wilcox Software, 
has expanded its in-house 
programming force to cope 
with ttie fiercely oompetttive 
homecompulef market With 
a oompany rrxitto ot Right 
Pfodud, Flight Price, Right 
Timel^ Elite have launched 
their first new game. Kokotoni 
W^tflortheSpectnjm. 

The new team oonsisls of 
Rory Green, responsible for 
graphics design, Netf Bftte, a 
series 65 pfogrammer . Andy 
Wjllafns, and Stophefi 
Lockley, boih Z80 based 
riiai^ine programmers. Ptul 
Smith and Ptft Maisey on the 
admlnlsiration stde and 
Rfchard Wilcox s brother. 
Steve, as sales and marketing 
manager. Kokotom Wdf is 
reviewed Inihte issue. 



FOREST AT WORLDS 
END 

Lntefceptor Micros, lA^iose 

Message From Andromeda 
received an eftthusiastic 
reviiew in a previous issue of 
CRASH, havejusi released a 



MEGA-EVERYTHrNG 

While you wait fbc 
Psyband&rcfiaSBSfiMtch yOu 
may want to M btimo by 
typing in sofne magazine 
listings In which case you 
meAa MEGARULE. The 
Megani^ (trofn Mega 



t 



new graphical adventure for 
the Spectrym called Forest At 
Worids End. It is a mystical 
stofv aboul the tontmual 
betde between the forces of 
Light and Darkness, and is 
ar>ottier prinoess rescue 
game Prlnoess Mara fs 
captured by the evil wizajtf 
Zam, and youfrtaakte logo 
get her and bring her safely 
back 10 the Great Valley . 
Interceptor are faidy new to 
the Spectrum, having 
previously ajncentraied niore 
on ttie Commodore 64 with 
arcade games like their Watlie 
series, but their IrKUfSion into 
Spec ternfory appears to be 

?oir^ strong Fowst at Worlds 
nd will be reviewed in full 
shoftty by Derek Brewster in 
Adventure Trai. 



TWIN KINGDOM 

Liverpool firm Bufl-Bytt has 
nr^lly layrKhed a Spectrum 
version of their popular 
graphic adventure Twin 
Kingdom Vaiiey H first 
appeared ten months ago on 
the BBC/eiecirDn and CBM64. 
whose graphical capabilities 
are considered iess restricting 
ttian those ot the Spectrum - 



conversion was thought to be 
impossible Butthe authcTp 
Tony Hail, in collabof ation 
with Bug-Byte s programrrrir>g 
team tiave managed ii. giving 
the Spectrum version rather 
more hi-res k>cation pictures 
than Ihe Commodore has at 
over 150. 

Almost every game 
released these days is 
accompanied by fturnes ot 
technical wizardry rather like 
the tiow-it-was-done cinema 
brochures for a Spielberg 
movie, and Twin Kingdom 
Veliey is no eKceplion 
Bug-Byte refer to Iheir game 
as "the greatest achievemen! 
in the history ot home 
compuling Techniques no vef 
betors used . . etc. We ll see 
next month when Derek 
Brewster reviews it. hopefully 
with his Currah microspeech 
unit plugged in. Twin Kingdom 
Valtey is avaitatrie rK)w at 
E7,95. 



merketing , who else ? ) ks mmiB tinted - ours is in Wue. The 



of solkj perspeK. and when 
piQcad over those tiny lines of 
liating magnrfies them by 
1 00% You can have i1 m dear 
plastic or, for reaJ 
mega^imefs, il <^n be slightly 



Megarule costs £2 99 and is 
distributed through Deater 
Deals Ltd . 20 Orange Street. 
London WC2H7ED 



CUB 
PHOTOGRAPHER 

Many meadeiB as well as 
peo0e in Ihe software 
business have complirr^ented 
CRASH on rts tine colour 
^^een shots and biack arxi 
white shots These have been 
made possible by using the 
Micro vltec Cub Monttor* and 
its video quali^ry is responsible 
for the cnspness of the image, 
most e^spedally noticeable in 
the cokMJr shote The black 
and white photographs go 
through a differenl 
reprographic process which 
ter>ds 10 lessen their definition 
over the colour The Cub has 
two disadvantages - many of 
I our reviewinq team have 
access toe Cub for seeing 
games, and it makes tt>em 
look so good that we often see 
things in the graphics that the 
reader may not see at home 
on the ordinary television ! The 
other is that it nas no sounds 
so you'll need afi amplifier or 
television set near by tf you 
use a Currah mrcrospeech 
unit. For the technically 
minded (as ihey say in 
pholographer magazir>es) ttie 
screen shots use an exposute 
time of 1 /4 second at tietween 
ft 6 and f22 1 .4 second allows 
6 TV ffemM to expOTe. thus 
evenirig out the roll bar eff ed 
you get on a TV when it ts 
photographed. 
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50 (jopies of Vision's game S,0,S. are appealing S| 
for help and the only way to rescue them is to •' 
correctiy answer the questions below. You might IF^ 
get some help out of the last issue of CRASH if you || 
get stuck. So put down ttie joystick for a monnent, ii 
don your Mae West and get out there ~ those ai 
astronauts need you! !! 

The first 50 correct entries to be pulled Itom the bag j[ 
wilt each receive a copy of S.O.S, Entries should be 11 
sent to: S.O.S. COMPETITION, CRASH || 
MAGAZINE, PO BOX 10, LUDLOW, SHROP- 1| 
SHIRE SYS 1DB and should arrive no later than 
first post 25 October. 

VISIONS COMPETITION 



What does S.O.S. actually stand for? 

Write it down in morse code. 

Give the names of three other Spectmrn games 

by Visions. 

Visions have produced a simulation of a well 

known table game, what's the name of the 

game? 

Write down 1 5 words of 4 letters or nrrcire whk:h 

can be made up from the word SPECTRUM. 




sjaaBaaBBaaaaaaaaaaaaaaaaaaBaBi 



■aaaa 
■BBaa 



iBBBBBI 

iBaaaii 



II 
II 

II 
i 
II 
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ii 
II 



a 



II 
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Full marks' 

-C&VQ 

100%-thebestl 
have ever 

-PCT 




^^^'^yri A VI DEO RECORDER 

WHEN YOU BECOME BRITAINS' 

"BEST ADVENTURER' 




mounlLAinii now EhfPApn 41^ very cPtliltcfK^ M>d ihv LcHd& ol 
Kxi liQoli upon >au 4s ihtM w^ hofw . . 

EKh tpltoilt of lh« Kef TfHogy hidn ■ htwl p«t of « 
le fiefKg thQl ft only rpvT^M qn coni^4«tin§ Itw Advcnlune 
Hwki^cort^ ID t^f!ndd4ih^ mammoth l20k«h«H'*'" '™ •*- 



ORDER FORM THE KET TRILOGY 

ZX SPfcC 1 HUM 48K Woi^ntoifi o* Kal ^ , 
ES.SOeacriMnd P&P] ^»P^P*eolvran n 



Mftnii9«fti«nt fl 



I 
( 

i 

f 

i please serid me ihe UlYes as indcaf ed . by 1 si class post 
Jlenclosiichequefpf C orcSetHimyc^educflfd 

i£S^Ja'° 1 II I I I 1 I I I I I 2 

j Name/ackJreiSfi .. -^.^^^^_^_=— 

i 



INCE NTI V€ SOFTM'AI^E LTD. St London SifMl R««din9 RGI 4SQ. Ingland 
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lravi?l with... 




Now Trashman is a great British success 
he's ready fbr international stardom - and you 
him on his way aroun<l the world. Our hero has the tall 
order tasli of cleaning up every major litter spot around the 
globe. Scooping up flowers thrown into the bull ring by matador 
fans in Spain, collecting the tissues of the faithful as thev ^>b by 
Jerusalem's Wailing Wall, picking up coconuts from a palm beach in 
Samoa and collecting the empties at the German beer festival 
(Trashman still likes his tipple!) are just some of the challenges that 
make up Trash man's task. 

Of course, yoiv skill can help our hilarious hero to complete the 
necessary litter collection at every location. tK> he can earn the money to 
fly on to tf ' i|M|M|tt||Mpund the world quest. And as he visits 

every r ■ ^^^^^^^Ki of rubbish you can share every fun 

fiiled, u..... f.... i^^^^^^Mitn 

Travel with Ti swo player scoring. Hall of Fa? 

and is compatible with I- u Sinclair Interface 2, Protek or 

equivalen ulabie tor the 48K Spectrum tocl 

good t ES ,95. 



TRAVEL Wm4 TRASHMMN^^AUmOR - MALCOIMEVANS 



Sckcii^ t Itks of Mew Gemtntlofi Soflwiire 
are avait&bJe frofn your local computer 
stoTF ajid larger branch'eii dL 



WllSMlTHfl!^ 



iohn Menz^e^ 
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/ 



/ 



t 



^^'^ssayl 






New G^tieratlon productjs ar« i^ld 
according in th-PiT terms of trade 
and c-cmditjons of sale. 



FREEPOST 

BiiihBA2 47D 

TpI: 0225 316924 




WIN A 

TECHNICOLOR 
REVENGE 
FROM THOR! 



100 copies of Giant's Revenge, the lat- 
est bH colour, alt singing, aU dancing 
episode in the life of Jack, are up for 
grabs! And one iucl^y mnner couid also 
win the third episode -The House That 
Jack Built, 

What Thor want you to 60 is to describe as near as 
possi&Te the WELL DONE screen from the previous 
game. JACK AND THE BEANSTALK and you must 
briefly cJescrilje the roule through the game to get to It, An 
accompanying sketch of the route is also esser>tiai We 
are not looking for the beautiful or arty drawings hm9 BUT 
ttie best drawn ore on ttie opinion of ttie judges will 
additionally win a copy of THE HOUSE THAT JACK 
BUILT as soon as it's released, 

So if yo4J tWnk you>e up to facing the Giant's Revenge, 
get your pens and pencils out and get writing and drawing 
now. Entries should be sent to: THOR COMPETITION, 
CRASH MAGAZINE, PC BOX tO, LUDLOW, 
SHROPSHIRE SYfi 1 DB to arrive no later than first post 
25 October. , 
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ONLY THE BEST BECOME A... 



A SPECTACULAR FLIGHT SIMULATION 
OF THE WORLDS MOST EXCITING JET 
FIGHTER WITH STUNMNG 3D 
COCKRT VIEW AND THE MOST 
REALISTIC 3D AIR-TO-AIR - 

COMBAT even SEEN ON THE 
SPECTRUM* 
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48KSPECTini 

BY DK MARSHAL 
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' ■ a5C send me I he lDlJow»ng 
4.ime5 for I he Spectrum 

Ntgtii Gunner 48 K 0£6 95 

FigtiSer R(ol 4eK D£7 95 

Tonriahawk Coming 
TT Race* Scpofl 

VAT ind p 4p incEu9»ve within UK 
lOv^M^ai rnc 5^$p pfr^ CASWtlei 

Tfidt and Export tfiqufflti 
w«lMfn#. Uftttffie 6ijuiranl»* 



ChaQMes |>ayabJ{^ lO DigiljE Inl^ radon Lid 



blfCi^d producft 
lr«K BooU yity^ 

G««ffni. Lit^rt' Cui'rrt 

■'4PfW «nd III ^ood 



Cui-rn I 



•< 



I ancloae a chaque/'PO for 
Name _^ , 



.Tot*l' 



DIGITAL 
INTEGRATION 



WatchmcxM" Trade Centre, 
WftlcJ^moor Road. C»rnber1ev, 
Surrey QUI 5 3AJ 



Or det>it my Access Account No m^-m reie sjiies 

[ I I I I M I l B?^(M7» 

Pl&as^ s*nd to Djgil.1^ imegraliort, Dept CMC WaTchmoor Trade Cenlte Wari: hmaor Road. Camberley Suffey GUIS 3AJ 




TW Tr#i|K¥Wli 



Showing soon at your local computer store See press lor details ».. 

Tiemble Ihee who disturb the slumber of the undead 









ilBCADE HORROR FOR SPECTRUM48K 



Th* miTLilon wui buUt - all comfoft ftnd luxujy. But * mn 
uniortunmt* truth - th« gioimd on which it *tQod wm* not F»l 
dttiid. An old gfmv»7mrd cont«imi^g th« tiipped ftoul* ol th« 
i]jid««d! 

Th«y V« ui«d th« combined might of Ihvir pmri pi7ch«i to {ofC# 
a Qat#wAT into thv world of th* li'ring and hava craatad a 
nunlfaatition of tha phanomanon - iK^ltargatit 



A hiJly animatad 3D diipLay with dofaru of objacits irmludifMi; 
spinLnmg Umpff, tablaa, chain ate. 

Tha devaatation continufia through tha many rooma of thii; 
PQftBKiAad and unhappy pla^a until you KaT« all tha #i|uipmarL£ j 
you'ra going to naad for tha final confrontation with tha ami ; 



apidt itsatf 




PJjft 482 STONEY STANTON RD. COVENTRY CV6 BDQ. TEL: OOVENTRY (0203) 867886 



FASTACnON 
FOR YOUR 
SPECTRUM 



Can your compuier 
hoMoui? 



SMGECOiieif 

A wesf^m octfoft gome fer >rovr 
^#cfmm which rmtiily do«4 prov/d^ 
fomafhlfig qii/r# dfffbrvnt and 

«LJCcifJng, 

Vbu an Kidd Mt^B¥%^ fhm fi«ft» of Htm 

0om« dud you mi/st f^mp aboortf 

fh# rvAOwiiy sfpgt and gutdm If 

fofefy ay«r ffi« plafirs and rh rough 

rtte fr&odief04i5 mownifaJfli, fh#n 

fyst as yi^u though f you ¥tmfm %afm^ 

fight off rh« atfpclcing Indiana. 



r!aijjii,i:.^h' 



^f?i 



■''(■ 



;#j 



/ 



o - 



fiuicir HJiivir 

ybii'r* flying fh« worf d'l dfradf/#£f 
aircraft^ hmMV«r /f wcutd 
appMar fhat yiHir Commcrnd 
C«fi ff« hai /vif smnf you on 
fhm wojid'i dfKidff«sf 

Tho ufffmafe /n sfra^gh 

&cfton. Thii WO% 

machine cod« gctm* 

o^n rfi« piaymr fwo 

full graphic scrolf litg 

f tr »f K ivfffh ov9r 

30 f«¥«ft af pkiyt 



=+p^ 



fi£4CK 



iTTJj 



1./ 



0Uni WIKKI 

0«ffa W^ng i% on advommd ftlghi 
combcrf simulator. If hot h##ii 
designed fa give on exeollenf *hiimt^ft>r 
fh« *iirii bl© arid roll of hfgh sp««d 
fHghr. Wlfh 15 i«parat« con f rah fo 
monlfor ond tn^oming enrnmy ptane% 
Jo be deaff with, fhls progmm lak^s 
u and |rour5|»«etrvm fo rh« limffs. 

.IfD Wng aim a/lowi TWO Sperfn/jn 
compufc^rs to ptoy agaJnsf eoch of her 
fhmugh fhe use of two Interfere* Ts, 

MACHIMf AGAINST AUCHINf 



1 



All good cofTpuier software stocktst^. 

Stnd me : ^ck as required ) 

D DELTA WINO TNCClil 

C BUCK HAWK TNCCll 

O SUfiECOMH TNCCIBI 

O My locat stockists address 
D yw full list of games 

Same/s at tM.W eoK* £ 

+ sirigte MiP sum 

Ibtaitosend £ 



£«.9S 

£e,ds 



30P 



Method of payment 

B> chuque of PO (no oash) made payable 

to TECS 

■■■D % Access 

I ^ ^ > D Bartiaycard 

Enter card no. 

'111(11111^ 

Sigri5ek)w: 



Cre^lFtcartisales^ UK buyers en^, 
Ftesponse within 21 days. 



717 



mr '- 4 



Creative Spa ?r 

Department MO. 

296 Farnbofough Road 

FamboFOugh. Hampsriife, GUM TNI 

Teiephor^e: (0252) 518364, 

Name 

Address 



,^ 
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It's not everyday that you see Dk'tronics hitting the software headlines. Dk'trofiics has 
always been the household name for Spectrum peripherals. Recently however they 
stood in the limelight for clinching the title rights to the Thames TV series THE MINDER 
and rumour has it that their software production team are on a diet of spinach (straight 
out of the can!) in preparation for their POPE YE software (It certainly beats junk food ). 
CRASH couldn't resist an invitation and went to see the Saffron Walden producers . . . 



"New markating is required in the soft- 
ware btisJness." Itevid J. Heolas, 
Dk tronics managir>g director tells me, 
'loday you r>»0d show business to 
laurKn a nevv software hit. ' 

David has slrong views ofi software. 
Gone are the early days of high profit 
margbns^ Gone is the unique position ot 
beir>g on the rnarket pEace al the right 
time and cashing in on the initiat surge. 
The Tools paradtse did not last very long. 
The market has found it's own level now 
Software is overpriced! Too much is 
written about piracy The punters will not 
saw up for software between £5 to £1 0. 
The ao-90''o of tKHTie computer o^nets 
who are dedicated games playefs are 
no differ ent from the pop fans Tnere is a 
strong parallel to the record industry. 
The production cosi for a game is far 
cheaper than for a single. And yet a pop 
hit is far cheaper The I life of a gan>e is 
the same as for a record David 
believes kids to have a disposable 
income of E2 to £3. 

High prices have contributed to the 
market bottoming oui So the current 
trend is for prices to come down But 
David doesn t t>e^^eve that the quality of 
the games should suffer He believes in 
a light cost controJ. The hardware mar- 
ket with its tight margins would not exist 
without It and he should have some 
experience in that! Software does r>ot 
escape from the usuaj ccst manage- 
ment disciplirYes Dktrontes three new 
releases will be pri<:©d at £3.95 desp^e 
the expensive rights for the showbiz 
trtles (the third game is still awaiting con- 
tract approval from a major Bhtish car 
manufacturers 

Of major benefit is their new 
development system, which allows 
them to cross- assemble a new game 
within weeks of cwioeptiort onto any of 
Ihe 5 or sjjc systems. This makes pass- 
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Software Is ovefpriced! The punters will not save up 
for software between £5 to £10." 



ibie the production of a tow ays\ good 

Ogame by spreading the 
ipment Mist over sevefal compu- 
ter systems such as the Spectrum, 
Commodore 64, memotech, MSX and 
Amstrad To execute all of this t^ere is 
an in house software team backedi 
(urthef by three to four good part-time 
software wntens. 



HARDCORE 

On the hardware frorA all is not quiet 
"We d^e spreading the base, ' Roger 
Barnard, Dk'tronfcs PR and advertising 
manager, informs me Just launched ia 
an Epsom version Centfonios printer 
interface for the Spectrum, which obvi- 
ates the need of loading software for 
copy aind list, etc Nearing a launch date 
IS a speech synthesiser tor the Spec- 
trum and the One. Further afield is a 
secret new garner control in develop* 
meni, which wtll allow ihe games player 
to sit in his armchair and play away (Why 
don I people caJl the things by their 
nafT>e . . .). A bt more development Is 
going onin the r>on- Spectrum rahoe of 
products p as Arrtstrad. MSX and Com- 
modore 64 are screamtng for new 



peripherals. 

To be fair. Dk'tronics seem to have 
covered all aspects of Spectrum 
penpherals and have proven to be ttie 
martlet deader in this area^ Dk tronics 
main stay is stilt the SpecTrum keytward 
which has been selling weil for over 3Vi 
years now and must be in Ihe homes of 
needy 10% o1 all Spectrum owners. 
Strange erKHjgh, there wre orrgirvally 
doubts on The viat^iiFty of an aflermatri 
keyt>oard for the Spectrum In rhe end. 
ItB improvement from the 2X81 flat 
membrane keys to the Spednum move- 
eWe rubber keys did nothing to stop this 
lucfative marke! and Dklronics have 
never looked back . 

The light pen followed the keyt>oard 
and the new range now includes the 
dual port arKJ programmable joystick 
inlerfaces and the tnree channel sound 
synthesiser 

"We are in a unique position ol being a 
hardware and software onentated com- 
pany, We don't need the software pro- 
fit, Nell Rawiingson, finance director, 
tells me and he shquid know The soft- 
ware end of the business started 2 Me 
years ago and has experienced succes- 
ses such as 3D Tafixx which sold over 
140,000 copies and Dictaior. which is 



We are in a unique position ot being a hardware and 
software orientated company. We don't need llie 

software profit." 





] 



BtiJi a steady runnef abroad {if\ 8patn of 
aVI ptacesi). Last Saptember saw the 
tauRCh of 267 programs "Thai was to 
remind ttie mairket of ouf strong pres- 
ence , . . An error because of the prob- 
lem of promottng any one title . . " 

The soltware lumcn/w was avef aging 
one third to two thirds Of hardwsj^e when 
the software market plumrrheted this 
summer The new relaases should re- 
estabfish this Sid^ of the business In the 
meanrinie cuslomefs may profit from a 
spedal otier of £25 worth of software 
free with ©very Spectrum add-on 
keyboard bought from a Dhtronics 



WHERETO 

David m bokjng al the possibility of 
beooming a computer manufacturer 
Thtfe fcs the advantage of using the 
expenise gained in hardware arKf sort- 
ware But it would have to l>e a low cost 
processor- reiaied consumer product for 
ttie taisure industry. Nol aior>9 the lines 
of your standard home computer of 
today, but more towards a universal 
leisure machine. At present the hard- 
ware production iis still at Great Yar- 
riKXJlh. only the admin and marketing 
are situated in Saffron WaJden. Produc- 
tion accounts for 30 of the 52 personnel 

19B5 wil) see Ihe transfer ol Vtm pro- 
durtion to Saffron Walden uf^ffkia the 
Mfsonnel in a speciaHy bu»lt £300.000 
racKHTV unil. Quite a long way trom the B 
I Tfl bedfoom from where it ad started 
back In April IdBI. 

David gets tun out o* rur*ning the bust 
ness He finds there is a lot o( amuse- 
ment to be hBii out of what happens in 
this industry Needless to say he thinks 
Dk'tronics will be around for a bng time . 
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New marketing is required in the software business, 
today you need show business to launch a new 

software hit!" 
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PIANO PIANISSIMO 




If you thinh your ears need a 
lArashing. ihen its high time 
thai you assist the intefnal 
bleeper of rhe Specirum iri 
penelraling Vm empty cavefns 
o( youf 0ar Thefe are several 
sound ampliliefs on the market 
for the Spectmrn , Most of them 
include a touctepeakar ar>d 
some feature special sound 
genefator chips, which are 
only useful If you do your own 
pfog ramming 

Compusound on rhe other 
hand reduce the cost o1 the unit 
by utilising tho existing hard- 
ware and by arraiiging it>e 
electronics wrtWn tfS Spec- 
1mm. This saves k>sHv pacfc- 
aging and leaves the edge 
connector tre# for other uses 
TELESOUND makes use of 
the ampliher and loudspeaker 
of the TV set. a specia! buds- 
jmak&f is therefore noi 
nquired. The beep sional is 
modulalad arni brougni via 
modulato^r onto the antenna 
inpul of the TV seL This may 
prove to be a har^licap. if you 
have a mute monrtof con- 
nected to your Spectrum, but 
most users operate with nor - 
mal TV sets. 



ANDANTE 




The unit comes in a cassetie 
boK and consists of a miniature 
populated pcii with three flyrng 
leads terminated wilh cros- 
sJeaf gold coniacts Tli»e 
fnstructions are very explicit 
and there shouW be no prob- 
lem in fol lowing the connection 
procedure without committing 
ail^ errors 

The pcb is located beside 
the video modulator or under- 
neath the votiage regulator 
t'leai^ink depending on wtiat 
type of Spednjm issue you 
have. The connections are 
made fatrty easy by clipping 
ttie gold contacis onto the cor- 
reef component terminals on 
the Spectrum board The 
majof problem howver is that it 
is quite easy lo create a short 
circuit with the bare contacts 
by touching neightx>unng ter- 
minals or tracks The same 
tt>ir^ (mn be said about the 
mini printed dicuit board The 
only answer to this protslem is 
that the pcb and the contacts 
should be oarefutly shrouded 
inir^sulatir^ tape. A better solu- 
tiofi tor th@ contacts would be 
to solder the fiyir>g leads to tie 
termiaafs, but ttiis obviously 
canrv>t be expected to t>e done 
by the average Spectrum 
owner This problem could 
lead to serious trouble if care is 
not taken duhng assembly 
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SOUND 

INVESTMENT 




FORTE FORTISSIMO 



The installation should be 
double checked to make sure 
everything is at its r^ht plac^ 
and oniy then should tne Spec- 
ify m Ije switched on Only one 
adjustment is required for the 
proper functioning ol TELE- 
SOUND A trimmer capaotor 
provides an adjustment of tt>e 
modulation frequency lor tt^ 
TV soufKl Ttier efore the Spec- 
trum is best left open ar>d a 
beep loop program initiated. 
With the constant beep sound 
the trimmer can be adjusted for 
maximum sound output (ft 
helps to recheck the TV tuning 
as some background hiss may 
be audible at a high vdume 
levels 

The TELESOUND can now 
tie positioned in its fir^ai posi- 
tion and the Spectrum reaa- 
sembted The sound effects 
can now reverberate ih rough- 
out tHe house and the fight for 
TV volume control between 
mum, dad arul you . . 



FINALE U\RGO 



T£LBSOUND is an effective 
sound booster for the Spec- 
inum The small cost of ra,95 Is 
achieved by making use of 
existing hardware and the 
quality of the sound will 
depend on the quality of your 
TV set. 

TTie instaflation causes the 
loss of the Spectnjm guaran- 
tee and senous thought will 
have to be given to this. The 
installalion may prove to be a 
bit fiddly and may require some 
parental overlookifig- TfLf- 
SOUND will not cause any 
protilerm with other add-ons 
such as microdives and joys- 
ticks, etc., as it does r>o1 
involve the use of the system 
bus. 

TELESOUND defmitely is a 
sound investment and txxi* 
verts your shy Spectrum into a 
puWic nuisance 



Franco 

Frey 

goes 

Bleeper 
Boosting 



HERE WE GO AGAIN 



48K Spectrum £6.95 



CBM 64 £7.95 







Joftn Meniief 



MICRO DEALER UK Lai 



brCHlWKlUV 



^:WHSMmi 



Hjgaf ^9d9t 



tf|Bk«a«fltad9)l 
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(Spectrum) 

ACTUAL SCREEN DISPLAYS 

The Most Graphical 

Arcade Simulation 

Ever Produced 

[Jack and The Beonstolk} 
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ALSO A VAItAKE AT MX 
UHlAi •DrTWAHOlTTLm. 
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U tAf 1U ni-MlliiUiI 






CentreSoft 

KS DISTKiDUTJON 
Bulldog 



UI^TUIt,Ta» AMI tJiVfli«A» DKIUIIlEi COKtACT PAUL JM I SU Hll rj 



HOT Jirar A FBEITTjlVACII 



Ttiis luporb rww i^erfacv ts one 
ol DOT v«rv klfttflt d«ve4opm«iEs 

Of Mflh IM cfls^flttD ^ppli^ yoil Ml 

r UM 14 wnti any satTwurv 



» ! 7 dtfcttooii mwn ii fit 

• Rosf coniwcior tar oHw m^-on^ 




HOT JUST A FIETTT/FACEI 



Thv Spvclriiin ciu«i port 
wTAtftMfl iin^ pri» 
cQfnp«ijirv9 joystick loieilacft oflififiig 
two joySLicii ports. 
Thfl ftm port limiiWH ftJ,M« & P 
ii»yt Tilt isaintf pot i^fiutalitM 
(^Dcominvid. 
The port* wilj auim any AHi^^ 



n VMM run tmf toitlwir* Tntf i»> 

# NiwtrignMiniibiilwyMt^t^ 
V Uii^ ^ (31) (i*^ KampflHsnl 




NOT JUST A PRETTTjirACKf 



i fKr t^vt 4CHJRIB (^faM*t 

C*r^S^ror\iCS lnle*loc« Will iir« 
your SpiK^lrym id Qity pnnl*t 



■ AM CQf^Ok G4Kll4 dllMKi ftWiJiBft lo 



nn^jcteniard 



« INjna i>l IKKIltW OVfifrpra^H f^^H 







« m i i rtne*! wm amy Hnwffw uiifl^ liH 




NOT JUST A PRETTTjtEACE! 



Oui ri#ii go^wiHXMi iqm pi^ ird mivIkH 

hQiP fOII «« piWfeBH «l|h 






y$i EH dW IMi tfv iVWChnff «gOPfL ri y^ri 
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DK Tronics Ltd., Unrt 6, Shire Hill Induftriaf Estate, Saffron Walden, 
Essex CB1 1 3AQ. Telephone; |0799| 26350 (24 hrs| 5 Unes 



THE FINAL TOUCH 



w 



■ .■-- : -i^ kitf iQMCH meKf 



h«yi and fpoc* bip inA* i *vwi vch Id um 
□W h#|i|»«Pll f»n|lw:tHj bom hiQh dvni^y 



ti«i s UapptcT b»i4 pte ipec« bar ^ 

■JM*'** niPBtvic *mf pod Lu i m^i ig tf «} P*d 

■ngv ■f^T oHjPirFiap impw ncvnrw hhp 



-pwAV «4V»t «*e and ienrm v^ lAuu^ i 
I c of HM o Hafii- tfE Bi i , MK. la-. I V . rwtafQi* 










FOLLOW OUR LEAD 

FOR THE 
RIGHT CONNECTIONS 



MICRO DRIVE 
EXTENSION LEAD 

'' ■ -:Mif vfriiDilKKiilhiiFntyfitf bflvig 
«n«ul^ NMiCin^AiuigipKVViatMero 



56 WAY RIBBON 
CONNECTOR 



TNk^wi 







WINNING 
IS mTHUr YOUR GRASP 



soDHB IDEAS roE TOUR sracrami 



• Supflf pdSfiive r&sponse 

• 2 fir« burtons 

# StaDili^img suclidn taps 

* 411; \^ad 







Th« BE£^ tffnpvtiw impnDvw Pw Kund 
{juUt^V Bnl Ai^M or lh« BEEP 

Armina ii lo tound on iiogr Spfctrum 
i ilawi you m ero^fim fo^ c^irfv m^m. 
wflh h*rfnonMi.. aimid^drtt, UfM, 
ChimM. wftifefiM wid 111 MnAi mngit of 



(Efopn base V RfMC^ owf 3 ehfiOf^t o< 

own PSI0 meufittfd e^'i ipviAv i^t" 1 
mtiri d oaM id IM R c«n tw 
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DK Tronics Ltd., Unft 6, Shfre Hill Industrial Estate. Saffron Walden. 
Essex CB1 1 3AQ. Telephone: |0799| 26350 (24 hrs) 5 Ijnes 
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WIN TWO GAMES FROM 

DOLLAR SOFT! 



50 lucky people could each win a copy of Dollar 
Soft's latest adventure game BLACK TOWER 
and the arcade game DOTTY which was 
reviewed in the August issue of CRASH. All you 
have to do is correctly answer the simple ques- 
tions below. 



Dollar Soft is based on Bradway. Sheffield, and centres around 
the father afX) son team of Ray and Richarcl Ste v#n#on Richard 
programs and Ray Koohs after the busmess efKl. It all t^^an in 
1980 when Richard was 1 1 and started saooildary s<:hcK)^ing at 
Jordanihorpe school in^ Sheffield and discovered computers Th© 
interest became atl consumina unliE Ray tfdced him ofl lor always 
stayif>g Lale at sc^xmi^I The solution seemed obvious and fof thai 
Chnstrnas Richafd got a 2X81 . A lew weeks [ater he had written 
his lirsl advenlure ~ Haunted House Some five months later he 
upgraded to tbe new ZX Spectrum and wiole a version of the 
arcade game Panic whicfi they attempted to market without 
rmjDh success, being unfamiliar with the wheeler dealer ing 
required = 

I AHer another twelve months, and with some more practical 
experience it seemed sensible to have another go and Richard 
wrote Swc^idB ist&nd, Patftf/. Oorfy and Black Tower together 
with enothier school triefKl. Philip DuFtndgB who, at 1 5. is the 
same age as Richard 

In AphI 1 964 Dollar Soft was formed to market Hie programs 
both here and abroad and they are currently expiorting to South 
Africa and Auslralia. Ray intends ftiat they will produce only two 
or three top quality programs a year for the Spectrum and prob- 
acy lor the Amstrad as wei) A new Spectmm game is in the 
pipeline even now. 



DOLLAR SOFT COMPETITIOH 



The Questions 

t What is the name g i van to the tunnel which allows you to go off 
one side Of the maze and enter the other in DOTTY? 

2 How many keys are used to control DOTTY? 

3 Which Shef^ekj company hts jusi released WAMTED: 
MONTY MOLE, and wnic^ controversial figure is featured in 
the game? 

4 In whk^h city te Dollar Soft based 

5 For which magazine does the author Of 3D HAUNTED 
HEDGES by Micfomega write? 

6 In what year was BiACK TOWER programffief Richard 

Stever^&or^ born? 
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Write your answers to the question:S on a postcard [or bade of a 
sealed envelope) and remember to add your name and address 
belore posting it to DOLLAR SOFT COMPETtTtON, CRASH 
MAGAZINE PC BOX 10. LUDLOW, SHROPSHIRE SYB 1 DBtO 
arrive no later than first post 25 October The first SO correct 
entries drawn from the bag will each receive a copy of DOTTY and 
BLACK TOWER 
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And help them 
write another one!! 



C.D.S Microsystems has recently acquired the rights to CAS- 
TLE BLACKSTAR. a text adventure originally written and mar- 
keted by SCR Adventures. Castle Biackstar is the first of a 
planned trilogy under the general title of The Artemis Guests, You 
could be a lucky winner of part two Pyramids of the Sun, if you can 
think up a title for the third part. 

In CRASH Issue 2 (March) we reviewed Castle Biackstar and, 
although we assume as a matter of course that you all have your 
issue 2 copies handy (!), here is the gist of the story: 

Your task is to enter Castle Biackstar at the behest of a beauti- 
ful, mysterious woman glimpsed in a dream. There you must 
recover her power orb from the vast underground caverns. To 
achieve maximum points a\\ treasures found must be cleaned of 
their evil, all puzzles solved and the orb returned to the dream 
woman, who turns out to be none other than the Goddess 
Artemis. 

In our review we said. Castle Biackstar ranks with Artie's best . . 
, with fast machine code response this works very entertainingly/ 
Perhaps the only reservation at the time was the steep price of 
almost £9. C.D.S. have put that right and it now costs £6.95. 
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THE COMPETITION 
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Whiat C-DrS. want is tor you (o help them complete the trilogy. 
Part 1 C^Sf/e Bi^ck^tw ps aval la We tow Part 2 Pyramids of the 
Sun will be released stiorUy tiefora Christ mas. but the third partis 
as yet unnamed and un^Hen The idea is tor you lo think of a 
suitable title for the third part, Obviousty you are going to need to 
play Castle Bfacksmr to get the feeling for the Artemts Quest 
before working one out From 1h© winning eniries C DS will pidt 
the tuie they think is most syllable and the thifd pari of the trilogy 
wtll then be written around it. 

HOW TO ENTER 

When you think you have stiO^MdOd in findirig a suitable title for 
the third part of the Artemjs Qyorti, write it down on a postcard (or 
back of a sealed envelope) traethar with your nam« and address 
and send it in to: ARTI^MIS COMPETmON, CRASH 
MAGAZINE, PO BOX 10, LUDLOW, SHROPSHIRE SV8 10B. 
The cofnpeiition ctosinq date is November 2S- 

CDS win pick 25 OTthe best titles from all entries, and these 
winners vwilS each receive a copy ot the 2nd part PYRAMIDS OF 
THE SUN* Winners will receive these before they are available in 
the shcf:^. CDS reserves all rights to the lilies submitted and 
competition entries will be deemed as acxeplance ot Ihts condi- 
tion 
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Ws can now offer a rfmited number 

of Back Copies to readers 

who may have mis&ed out on 

CRASH issues 

Don't wait - they're in short supply! 

|««y#s 2-7 = 9$p 

1ssit« 8 oiimirtfo- £1 *0S 
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BACK NUMBERS CRASH R3 BOX 10 LUDLOW SHROPSHiRE SY810B 



62 CRASH October 1 984 






7^ 



p\i 



. _. ' /TjI 



T"^ 



*/ 



I 



Fi» Bn«iidCifliifKiitP4iH'4Pifi^. 



hgv 



W^,^, 



-r-^ ' 



11 



Plftlsesmdfw . QTi 


TiiWiJ^lL^ 


THE LORDSOF MIDNIGHT £9.95 




PSYTRON£7,95 




SPEUBOUND£5.95 









4li ^Cl MV^Uf pl^ 



CcjrJ Nufnhef 



NAME 



ADDRESS 



SIGNATUBE 



***•*] 



lo de^rond, fir dtinjgc my crc^r tawt 



POSTCODE 






C9 



D 




OU'VE 
READ ABOUT 
THE SOFTWARE - 



NOW PLAY IT! 

CRASH is the only magazine to offer you a direct link between reading about software and piaying it^ 
Forget hours of fruitless hunting in shops for that extra special game you read about and want - and want now. CRASH 
Mailorder will ma^e stars and planets |even the 8.1 5pm from Paddington) to gel you any of the bnlt (and even noi-so-bnil) 
software from the big {and even not^so^big) software houses reviewed in these pages. Because CRASH believes that 
you reading about software is only second best to you pfayirtg the real thing - and forming your own opinion Bazoola 
software and meep software - don t just believe us - see! Order any games, adventures. utilitieSp simulations and 
educatiDnal software mentioned (and not-so- mentioned) in CRASH with the order form later in this issue. 
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CRASH - SPECTRUM SOFTWAR E 
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ne person alone could g 
Pitfall Han7 into the Lost Cave 

You! 
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Oh HarFy This time he's gone too far 

Somewhere, buried deep in the iott caverns 
of Machu Pichu, Pern, lies the stolen and, of course, 
priceless Raj Diamond, atong with a hoard of 
missing gold bars. 

Harry's tittte niece Hhonda and Quickclaw, her 
cowardly cat are supposed to be with him, but they 
strayed away and are lost in the bowels of the caves. 

A wealthy university has asked him, while he's 
cleaning this mess up, to capture an elusive stone- 
age cave rat. 

What fun. 
^ He just has to avoid the occasional poisonous 

frog. 
^ Oh yes. And the wickedly clawed condors. 




Ilunning on 

Commodore 64, Sinclair Sp«ctnim & 

MSX System at your usm^I wftwafv store. 

The electric eels. And a very nasty line in thirsty^^ 
vampire bats. tH 

So you can see Harry could do with some helpi 
All you'll have to help you are your wits and 
some gas-filled balloons to bridge the wider chasms, i 
And you'll be in for the game of your life. / 

One thing puts Activision Software out on Us, 
own. The way you go on running it month after 
month, And Pitfall 11 is no exception. 



Lose yourself in the world of . 

^cnyiTioN 



n 



f 






ActMSJort Software is stfaAsbie at lekcted branch** of: WH. SMfTH K>OJS. RUMSaCWS^ SPECTKUM and al good compuiifr shops. 
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CLAMBER up the tree and 
DELVE into the nest 



Reviewing adventure games Is r^ a simple marier when conrv 
pare^ ro arcade games For one ihing, it tak^s a lot longer to do a 
gam© |ustiC8 and the reviewers own preiodicies can bear more 
upon an adventure Leaving astde the fundamental tejctvs graph- 
ics, the voc^tKJiary a game acepts can either reassure or par- 
vwsely doud the reviewer s consoiefx:^ 

Some advenlurefs have GET. others TAKE and som© have 
both. Soma use ENTER, and others GET IN, some GO object as 
Wi GO DOOR. Some adventures have tned 10 establish, and keep 
tg, a standard or a reasonabty unlfofm yse of words. Others have 
entered the market with littte prior knowledge or what is the 
vogue. 

My opinion has changed in order to fall In line with the coricen- 
sus I ai first viewed GST and GO DOOR as crude bt/i rww accept 
these expediencies both for their ease of use and more impor- 
tanthy, lor the simple reason that many good adventures use 
them, and therefore many seasoned adventurers w^U approach a 
new game e?(pecting to be able to use fhem unie^ the cassette 
packaging expresses some substifytes 

DoHarsofI have produced some garr^es that display many 
aspects that lead nie to the belief that they either haven t con- 
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ADVENTURE 

TRAIL REVIEW 

RATINGS 



widfwtiflw rttmgi BUT Harm 
AVm^Ktf TlhC OT>C^ MtWHa 



suHed the rest of the adventure market of have done so and 
refected much of what thev have fourKJ Therr adventyres are 
strange but BtBck Tower . il has to be said, is original 

AdvsfThirers, ludgirig by the mail I receive, do not dedicate their 
computer time to |yst one adventure and its problems, but have 
many on the boil at one time. This suggests to me thai, as faf as 
vocabulary is coTKremed, a few familiar commands might hiilp 
ease the eMptorer into ihe advanture and any original or non- 
standard features shoufd badearty marked on the packagmg 

A garrie that reduces me to a swearing moron all because Ms. 
hallowed maker assumes my idea of an adventure is to match the 
first phrase that came into the author s head weJL that genre 
will not endear itself to me, even rf it beSrtertocfr itself 



WAYDOR 

Producer: IMS 
Retail Price: E 
Author: David Brown 

Waydor, a graphic adventure 
written first on frie Oric, has a 
lot going for it. It has full- 
screen, well -designed graphs 
ics at every location 

The plot arid logic of this 
adventu re 1 s strong out the lack 
of support I ng documentation, 
and the theme this normally 
creates, gives nse to the situa- 
tkxt wt^ere you w>uld Nke 10 
recommend the game but you 
oar^not quite rememt)er its 
name It's rM>t so much that the 
sior^ and theme are forgett- 
able, more they just didn t exiat 
in the first place Compare this 



irtfli ShBfiock Witt) all its rich 
mantel imagery 

The object of your adventure 
is to find eight treasures and to 
relum them to Ihetr projwr 
place Thi^s place transpires to 
be a small wooden hut since it 
houses a rKJlioe, 'Put Treas- 
ures Here Your endeavour to 
fir>d the Measures \s fairly easy 
apart from {as atwav^) one or 
two oo^sions when the game 
falls oft the end 0I the map. 

You set oH in very inhoapfl- 
able countryside beside a cas- 
tle surrounded by a moat. TJte 
way things are in adventures 
the drawbfk^e to the castEe is 
up and you won 1 get it down 
until much later f^ov^ngeast is 
the most profUal^e early on 
where, in ouick succession, 
you can fruitful ty enter Ihe now 
famous wooden hLrt. workshop 
and btacksmrths forge How- 



ever, it isn't much further 
before almost every turn brings 
you to a Clearing tn the For- 
est This woutdnt be so bad, 
but this just happens to be the 
slowest graphic af»d you soon 



start to dread turning a new 
corner shoufd you see tt>ose 
trees, f m surpnsed the author 
didnl consider this an irrttation 
at the design stage - after slip 
fK>-one plays an adventure 
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more than the author himself- 

Thfs adv&n.tyffi ^>oits vety 
fast graphiic^ and a good 
response lima and so the 
adventure flows at a steady, 
fast pace Apart from its friend- 
liness and no-nonsef%a 
charader wt^ai greatly akte this 
ease of use is the dear te^t 
iayoul. A stiincterd format a! 
every locatlofi begins with a 
oondse. but ah^rayi interest- 
ing, description fottofwed by 
clearty marlced Visibte Items 
and ubvious Enrts Ihe Hems 
are rr^ost futly descrit>ed in 
ways tttM lead you lQgk;ally lo 
pe>^lble solutions 10 tne prob- 
lems that cxjnfound your jour- 
ney 

Where thjs advenlyre really 
Shows othef s the way is in ita 
yse of full size, very fast graptv 
i€s On entenng a new locality 
the preture appears almost 
iratan laneousty . reiriarkable 
wher) yoy consider their size 
and quality When the pidlure 
la ooniptete you are toW to 
pras^ the SPACE key 
Perhaps it may have been bet- 
tef to p^'esa Ihe ENTER key 
here as 11 is diflicult 10 ih^nk of 
111© SPACE key in this way. i.e. . 
as a conifol txitton Further, 
pert^ap^ the Hashing sign on 
each picture reminding you to 
press the key is superfluous 
ar>d soon becomes nothing 
more than a distraction One 
l^t word on the graphics^ 
impecoabiy. some of tfie tater 
pictures Mpictir^g the costie 
are the best. 

Getting beyond technical 
considarations the charm of 
tt>e ^ame lies in its atmos- 
pheric plot. informative 
descriptions and comment. 
arKJ the powerful implementa- 
tion of a ^mmand that adds 
immensely to any advenlyre - 
EXAMINE . WWrayt a powerful 
EXAMINE, locations and the 
objects wrihin th€fll^ become 
unreal and hazy birt thrs adven- 
ture really shows how a strong 
EXAMINE can enrich a game 
Almost every item in the 
adventure terids itself open to 
scrutiny See how an aban- 
doned graveyard comes to life 
with thfs command EXAMINE 
GRAVES bungs forth, Ttney re 
mostiy overgrown with v^eds 
and there s only one tomb- 
fiDne left standing EXAMINE 
TOMBSTONE?, why nrt 
irxleed You get There's an 
inscription on it - Unwise he 
who moves my bones, wise be 
he who moves my stones . 
Naturally you move the tomb- 
stone whereupon you hear a 
noise LOOKirvg at the location 
again shows you ^ n^w Visible 
tlem - an open tombstone wiih 
a sacrei passage. Note how an 
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examine command has lad 
you on deeper into the narra- 
tive. This fcs adventuring at its 
best - a mitlion miles from the 
now hopefully an^aic String oi 
puzzles that marked the ©arty 
adventures 

In even the best adventures 
there's room for improvement; 
in this case no I or L abbrevia- 
tions tor INVENTORY or 
LOOK Also, when mazes, 
which can prove over -difficult 
for a beginner, are force tf into 
adveniyres. welF. to actually 
call tNs pefonnial irnattiori a 
maze I Frankly I have never 
been in a maze^ but I have no 
doubts as to the confusing 
natunaof New Town roads or to 
the duooidfi attribytable to the 
torturous paths and weli- 
hidden e)cit^ in large depart- 
ment stores! 

WBYdar IS an excellefft 
adventure. It has super large, 
quick graphics, an atmos- 
pheric plot and friendly voc- 
abulary Highly recommended, 
even nnore so for a t>eginner. 

Oiff iculty: Quite ea^y 
Graphics: Or^ every location, 
good 

Presentations Good 
Input Facilitv: verb^'rKHjn 
Responae^ Past 
Special Feature^: Norte 
General Rating; Very good^ 



Atmosphere 
Vocabulary 
Logic 
Debugging 
Overall Value 
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BLACK 
TOWER 

Producer: Dollar Soft 
Retail Price: E6.50 
Authiors: R. Stevenson. P, 
Durbidge 

"You must move from one 
location to arxither trying to 
find three keys arid yltimately 
the scroll When these objects 
have been found take them to 
the hut. (How exotic^) Whien 
movir>g about, you may come 
across various itenns wfiich 
may be of hetp to you later on, 
ana you may pick these up if 
you wish to . . may instruct 
¥vtth various phrases such as 
NORTH. SOUTH. TAKE 
STONE 

I hope Dotlar Soft forgive rne 
for ofie moment but this no- 
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nonsense norlhem de^ription 
of adventunng I found 
genuinely amusing. Its also 
pood to know that the company 
IS continually improving its 
product - I have version 2 0- 
and no doubt Dollar Soft wiil 
Qtean som# useful information 
lor thie next amendment, once 
all the reviews afe out The 
cassette ir^tay gives the impre- 
sion of a company new to 
adventuring hoping to attract a 
fresh audience Well if this is 
the case Bt^ck fow^f rsnl 
such a bad game and ^hows 
BOTT^ features which, like the 
cover, bring a smile to the 
countenance of a jaded 
revjewer 

The screen is divided fcnto 
roughly two halves, The upper 
sliows a simple graphic rep- 
reseniation orlhe scene while 
the bottom half scrolls informa- 
tion al>out the location, visible 
exits and what you can see. I 
say sadls tHJl this is (0 
demean what is a theatrical 
romp across the screen. The 
print enters stage right, prints 
across at a steady, mooei^ate 
rsading speed, then flits J eft as 
If in a MMt ebnce Once this 
bolero has ended a return to 
the norm is abrupt You see 
Josh, a stilted, wooden dvarac- 
ler firsi met in Suicide [$4and. 
But r>o, I will not banier end- 
lessly as it lamentiru a wet 
weekend in Whitley Bay No. 
ItiES game has more going for st 
than Si/iicrfde hfand 

Black fobver has an average 
response time of 27 seconds 
due to its curious. r>ovel .print- 
ing display. H shows some 
advances on sts predecessor. 
Suicitie tsfand. by allowing L 
for LOOK and both TAKE and 
GET lor picking up objects 
I Tlie game is a little rough at the 
edges and doubtless version 
2,1 will be nearlng completion 
by the time you read this. 

Iff Iculty: Average 
Graphics: Yes. but pOOf 
Presentation: Good 
I Input Faicllity: Allows simple 



sentences 

Response: Probably the 
slowest ever written 
Special Featurea: Character 
Interaction . but low level 
Gefierel Reting: Too slow 



Atmosphere 

Vocabulary 

Logic 

Debugging 
OveraUValue 
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SUICIDE 
ISLAND 

Producer: DoMar Soft 
Retail Price: £5,95 
ALTthOfS: R. Stevenson, C. 
HaJtatt 

Suicid& Island dracribes itself 
as an exciting adventure 
game in 2 parts 10 test your skill 
and patience/ The game 
requires littie skill but you will 
need a certain arnount of pati- 
ence. 

The program begins witi the 
most hacicneyed joke in the 
book - Load " " Code in a Basic 
program or pertiaps you 
prater the one about the 96K 
program that loads in 2 parts 
when really only 82K \s poss- 
ible Halt the compLTier world 
might treat the buylr>g public 
undisoemir^ imbeciles but Ive 
never qyile subscribed to this 
view and more recently Ive 
sensed a change in the air. Tt^ 
computer games purchaser 
has rK)w joined the ranks of tfie 
greatly discriminating ^an- 
sumef worid now that choice 
and quality have arrived. 

Your first graphic shows no 
rrxjre than a motorway simpty 
represented against a two tone 
background the ptot f^s it this 
is an unused ston# road. Looks 
more like a motorway to me. 
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The graphk^ appear at a very 
slow rate - 1 00""^ Basic. 

TTie slow speed of the graph* 
te is somewhat oftsoi by (he 
fact that Ih&r© aran't raalty (hat 
many. W3^at graphics you do 
meat are very simple and 
some are open to interpreta- 
lion in the best traditions of 
modem art What is inexcus- 
able is the very stow printing of 
teMi ihat forms the bc5dy q\ the 
adventure The text does not 
re^de in Basic m the rKxmal 
way but is printed up using 
FOR . . . NEXT loops from 
ehaiBcler codas osiensibiy lo 
pment eieamination of the 
propram. 

Each location t>ears qi^tte a 
long desCTption but unfortu- 
nately these consist almost 
enfifely o\ reterefKes lo what 
you might e)(pec4 to see in the 
neighbouring locations The 
descript ions are i n flex i ble . 
eg, a horse and cart ride past 
lh9 post office every ^^^^ yo^ 
vt^ this location - an opportun- 
ity fof a more sophisticated plot 
lost- Later ycu find yourself 
Standing in front of a locked 
pte and you have a key. and It 
woyld seem logical to try the 
kay in the lock AtkI it is here 
you fi nd the prog ram s g reatesi 
shortcoming You try as many 
wordings and permutations as 
you can musler bul the prog- 
ram refuses to tell you the out- 
come of your efforts - the cur- 
sor simply keeps on reappear- 
ing after an appropriate pause „ 
The program has a good think 



about your mpirt and then just 
ignores you. I can only assume 
I ditfril nave ih^ correct key. 
It's rK>t just here Try and Wl - 
or anything else - the police- 
man and simitaffy ifiefe s no 
responce (It does understand 
kill because later you can, and 
must kill Eno) Try to enter Ihe 
Public House or Post Office 
ami up comes thai lone cursor 
-^ and no report Why you can't 
gel out of the swan^ when UP 
is a visible e)tit \ don't krnw and 
I think you can guess the 
m^nse that HELP elicits 

Ottier features of the gam»e 
include wooden charartefs. no 
IL ebtKeviatiofi for the much 
used LOOK, and the Inability to 
carry more than 3 objects, 

Suictde Is f and is a slow 
adventure let down by some 
dubious programming techni- 
ques and departs from mains- 
tmam adventures solely for 
these reasons 

Difficulty: Easy -Average 
Graphics; Poor 
Presentation : Average 
lfipatPacJlity:U5ual^ 
ignores your input 
Response: Slow 
Special Features: Character 
Interaction, but low level 
General Rating: Av^l 
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SPECIAL 
OPERATIONS 

Producer M.C. Lothlorlen 

Retail Price: E5J5 
Authof : K. Hunt 

This adventure warganre set in 
the laner days of Worfd War II 
has you searching a vast com- 
plex beneath an enerny com- 
pound where a new and highly 
secret weapon is nearing 
completion Intelligence 

reports suggest the weapon 
cames a bftcteriological vinjs 
and it may well prove neces- 
sary to destroy rt - lets hope its 
a d9^Q household gefm. 

Early on you set a trme fimit 
for one of tfie objectives 
{there S a whole string oi Ihem] 
- say 60 hours - which 
becomes the rendezvous tinve 
for y txjr pickup tra ns port pla ne . 
The time elapsed sinc^ the 



start of the mission Is con- 
stantly displayed in hours and 
minutes. Dstfef ent actions and 
skitis consume differing 
amounts of time: moving 
through the forest is more 
arduous than moving through 
the complex The instructions 
suggest you create excitement 
by giving yourself a more 
limfted time than the maximum 
allowed 

There are 30 skills to choose 
from including for example 
Biologtst. Electronics, Explo- 
sives. Midget and Acrobat The 
Leader is assumed prof«dent 
in ai wMte but the strain of the 
mission fimits their use. All 
other characters have just two 
skills wilh their main skill used 
to describe the character e.g., 
C hemist. At any one time in the 
mission you only have the use 
of three skills so choosing the 
four members of your team 
and when to make use of each 
skill is important to the success 
of the mission. To help you 
make a wise selection ol team 




i^rs you have time for 
^.^:.: ,nierviews which reveal 
secondary skills^ e.g.n the 
Physicist might also l>e a Doc- 
tor, after which process you 
must select your team and set 
off. Your final choloe is bet- 
ween the seven different 
objiectives of varying difficulty 

Once youve linaTly finished 
seiecting time, team and obiec- 
live you then have a carious 
one minute wait while the 
computer franticaily assem- 
btes a game good enough to 
jusltfy all the hanci work you've 
done. 

Much of the ptay is centred 
around the three main 
serines of forests compound 
and complex 

You are parachuted into the 
centre of th^ forest close to the 
target area and your position is 
denoted with a flashing 
square A key to the forest fea- 
tures can be summoned up 
onto the bottom of the screen 
while you try to destinguish 
between the similar looking 
t>{obs in squares To move you 
might type in ms to move south 
and it woukJfi I be long t)efore 
you found yourself up against 
an enemy patrol. 

During combat your men are 
shown ai the bottom of the 
skirmish zor^ n^ap as num- 
bers 1 (the Leader) io 5 and the 
enemy are represented by 
vaiyir^g numbers at the top. 
Each of youf m^en selects a 
target and can then move two 
squares to either get into a bQ\- 
ter firing position or lake cover 
In order to hit a target ttnere 



must be a dear line of sight 
unobstmcled by trees or men. 
You can actually see your pro- 
jeciile pass across the screen 
bui Its path appears erratic due 
to character block rriovement - 
this looks primitive in these 
days of sprite graphk:s. 

You possess an aerial 
photograph ol the compound 
bui your position on the map 
only shows as much as rau 
can see on the ground the 
entrance to the underground 
complex lies in the centre of 
the compound and is heavily 
guarded The ptiotograph you 
have obtained oniy succeeds 
in convincing you of the fool- 
ishness of the mission. 

Spm:iat Operattom is a 
dauntingty compleit wafgame 
with simple character btack 
graphics. The instructions do 
little to make tt>e game any 
easier to play arxi so ft takes 
quite some time before you 
can achieve any degree of 
success. 

Difficulty: Difficult to 
complete 
Graphics: Yes 
Presentation: Good 
Input Facility: Vefy limited 
Response: Good 
Special Featuiea; This is an 
unusual adventure/war game 
General Rating: Average 
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BLADE THE 
WARRIOR 

Producer: Cable Software 
Retail Price: 
Author: Shaun Watts 

You am Blade The Warrior 
reiiown for your prowess \^th 
weapons arKJ your quest is to 
find and destroy the Black 
Wrtch who rules the land of 
Sayell far to the rwrth. Yoy fol- 
low me (rail ol Mazar Ihe 
Wliard who carries wrthhim 
magic strong enough to deteaf 
the witch Tfie Qafr\& is rkddled 
with mag^ ano an early sign 
lefts you to seek gotd to buy 
spells 

Cabi© lei I us Ihat the ganne is 
wriften entirely in machine 
code The layotrt of the screen 
and the charactenstic Have a 
Nice DayT when you quit the 
gaine iMive rme in no doubl as 
m file p«^ree of this pame. 

At the first location you 
at once ser^e the rich aunoe- 
pt^re ihat pervaded the wtiole 
garpe in your haste to es^^pe 
a large band c1 ores youhave 
tost all your possessions. 
Hence this game has provided 
8 good reason for your ladC of 
wofldly goods ttia! marks the 
start ol all adventures. 

The first proWem is logical 
and rt s solution sets you cfl 
nicely. The door is lodced bat- 
ween yoii arxt the ores and 
reassuringly you see the wmd 
LOCKED btocfced with inve^je 
print (0 help ii stand proud 
wdhinttiedescnption SimiLarty 
later. AN UNLtT TORCH ta 
blocked red and A LIT TORCH. 
yelfow When you've collected 
a iew Items lh& inventory looks 
super With alt the diHerent col- 
ours. These atifaciive features 
he!p the game break away 
from the confines placed upon 
il by the mother Qy ill, A few 

Kces east and then south 
r>gs you to a trail of blood 
and on through a dense thicket 
to a savaged body You 
examine the body and it looks 
like a fresh kill. The word KILL 
is blocked oat in red for 
emphasis should rts connota* 
tions momentarily escape you. 
The game really impresses 
after a very little time for its 
brave departure from the ttjri- 
ventions of the Quilled adven* 
tyre EXAMINE rs noi much 
used in ttiis type of adventure 
yet here d is dynamic and hefps 
create atmosphere. But 
further, the game cor^denses 
around an immensely aff- 
able plot ; susperse builds and ^ 
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subsides as in a rrovel. Here a 
trail of blood leads to a body. 
Later a nnoney sack iies looted 
- after all. how long does loose 
money usually last? Smo*^e 
meets your senses before you 
reach the hut in ttie foreisL 
Wolves are heard howiing 
before you meet them. A trog- 
lodyte stares at you and you 
would be wise to heed the 
warning, TTiese evocative 
descriptions are the very soul 
of a text only adventure 

What is amrss is minor The 
logic t^hind finding a torch, for 
example, just lying around on a 
leafy path stnkes a flat note 
with me Its funny howpeople 
and creatures are always 
dropping useful things in this 
way. It might be better. In the 
fntefesls of a more believatrfe 
plot, to find the torch on a dead 
creature Of hariging up in his 
dwelling place. Just Ending it in 
the middle of nowhere makes it 
look as if It s t>een planted - by 



the programmer Also, that 
annoying adventuf© syn- 
drome, me irtstant death/ is 
evident wheri you pick up the 
black axe which then reveals 
ftsetf. without prior warning, to 
be an enchanted evil weapon 
tt^at turns upon the haplesa vic- 
tim. 

JBladB The WartfOf is a very 
interesting text onty adventure 
with an enjoyable plot Well 
worth taking a took al. 

DtftI cully: Ave rage- DifficuH 
Graphics: None 
Presentation: Good 
Response' instantaneous 
Special Featyraa: None 
General Rating: Good 
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SIGNPOST 



appears in the Playing Tips 
sectiori on pages 6a&89 




SHERLOCK 

Producer; Melbourne 

House 

Retail Price: £14.95 

Author: P. MltoheM 

Rumours of an adventure froni 
the Melbourne House stable 
to match (he universal popular- 
ity ol The Hobbit were rife in 
February early this year So 
ajmplex has the game proved 
to be that it s taken until this 
tJme to «&sue a working copy 
and the game even now. at Miis 
late date, shows signs it may 
require some rrx^re work 
before rt can be released 

5herk}ck is an amazingly 
conrpteM program based on tne 
famous Sir Arthur Conan 
Doyle books featuring the 
super sleulh Sherlock Holmes, 
fiction s most famous detec- 
tive You proudly take tt>e role 



of Holmea assisted by your 
ever-faithful companion and 
fellow Jodger, Dr. Watson. The 
story IS authentically set in the 
dimly gaslit, foggy streets of 
Victorian Lorvdon The pEot has 
intngue. suspense and danger 
but much of the earty game is 
about shrewd observation, 
analysis and deduction as you 
quiz the suspects at the 
scenes of the murdefs. Your 
objective is to solve a numbef 
of different crimes and to avoid 
getting yoursell kiHed. 

A subset of English, Ingllsh, 
first seen in The Hobbit iS 
used to communicate with the 
pnugram which utilizes a large 
vocabulary ol 800 words Each 
sentence must have a verb 
and (here are a few simple, and 
mostly obvious, mles goverrv 
ing the use of adverSs and 
adjectives. Several actions or 
sentences can be linked in a 
manner which altows many dif- 
ferent permutations. ANIM- 
TALK is another strong fea- 
ture, which allows yoUp Sher- 
lock Holmes, to instruct the 
other characters what you 
would (ike them to do - trul 
each character remains inde- 
pendent and can reluse to 
cooperate Where this form of 
convefsation proves rnost use- 
ful is when disoissing the case 
wrth Watson and Lestrade, an 
Inspector from Scotland Yard. 
You can pk* their brains gen- 



erally or direct their thoughts to 
a particular item or incident. 
Conversations, as The ttobbit 
are structured around the gen* 
eral format: 

SAY TO WATSON TEU 
ME ABOUT (THE PISTOL)". 
Common modifiers are TELL 
ME ABOUT YOUR ALIBI' and 
TEa ME A&OUT YOUR 
ADDRESS". 

Sheilock Holmes never 
walked where he could take a 
hansom cab or catt^ a train 
and so one of your first lasfce 
once you hit the London 
streets is to hail a cab. Here 
you confront one of the 
strangest thirigs - the cabbie is 
not famiiiar with anything other 
ttian street names. But before 
you rush out and buy up all tfie 
London AZ guides the only 
roads I needed were Guckinp- 
ham Palace Road (tor Victooa 
Station) and Baker StreeL To 
catch a train you will need to go 
to the appropriate railway sta- 
tion and find the connect ptai- 
form. You may be sufpnsed to 
find steam trams running 
around the urKlergfound whicn 
^kes you trom Victoria Id 
Kings Cross to catch a train to 
Lealherheadl Im sure Mel- 
bourne House have 
lesaarched alt this and loured it 
authentic - but what a surprise. 
Movement throuoh houses 
and around Leati>erhead is 
greatly fadiitated by use of the 
arrow keys. 

Time passes as In real life 
when in a cab or train whidl 
can be profiiabty used convers- 
ing with Watson of eMamining 
objects. Of dourse, being an 
impattent reviewer I just 
WAITed . . . This method tff 
accelerating the passage of 
time can be disorientating 
since other characters in the 
adventure do not stop canylng 
out their actions. Each ir^de^ 
pendent character will act in a 
manr^er befitting his/her per- 
sonafity and will vary each time 
you ptay Sheriock. The litera- 
ture even suggests a crass 
approae^ to a su^»ect or wit* 
r>ess may not elicit a response. 

Playing the adveniure has 
vou in the sitting room around 
breaklastime, wtiere you sit 
mth Of Watson, surrounded 
by the paraphernalia that 
marks the place as tt>Blr abode 
- pip© rack, diarts, diagrams, 
oil ia/np, sofa and acid stained 
table You sit and talk to Wal- 
son for about 10 minutes but R 
is only when you open the plaJn 
docx that he decides to spiH Ihs 
bear>s on what s been ef^roe- 
sing him It's an artide in the 
Daily Chronicle Two dcee 
IrierJds, Mrs Brown and Mrs. 
Jones, were murdered last 



nidil in separate frK^idents 
atOidugh apparently with the 
same weapon, The crimes 
look place in Leathdrhead, 
lispddor Giles Lesirade from 
SOTdand Yard has taken an 
interest kn the cass and will: be 
poifig to the so©F>e this monv 

H's reasonably straightfof^ 
ward 10 get out of ttve nouse 
af*d intoBakef Street. In the 
itreet you are told that to the 
north lies the front door. Baker 
Street is a north-south street 
bul slftce I don t live tn London I 
wonl pu^h the point GET IN 
CAB seems in order onra IVe 
hailed one but it reaHy is some 
measure ot how pedantic thii 
game is if I tell you thai this 
order brings the reply I see no 
cab that you can gel yet GET 
INTO CAB brings the mosi 
wekome YoiJ get into the han- 
som cab'. Isn t a game getting 
too sophisticsted for rts own 
good ii¥t>en 11 appears SO 
untriendiy as to be unable to 
accept efthef IN or INTO in this 
instance? For that matter 
wfiat $ so wrong with ENTER? 

If The HabM set new stan 
dards in lis time for grap*i*cs 
then surely this adfventura 
do^ the sam# for descrif> 
tions. These are so copious the 
garrw more resembles a novel 
man an adventure garr^. Here 
is the cocnparitively terse 
desoiption of your cab |our- 
nev: 

You talk to the cat>bie. You 
are travelling the streets of 
London in a hansom cab, the 
sun shines through the win- 
dows onto your face. You can 
see a hansom cab. in the han- 




som cab there is a cabbie.' 

Notice the clinical end which 
typEfies many descriptions in 
Ine game This clinical 
behaviour is also seen if you 
EXAMINE ALL where You 
cannot examine me' and Yoy 
cannot examine Waison" 
appear In the bottom pa rt of the 
screen f The examine reports 
mostly consist of the nauseat- 
ingly honest You examine the 
oH iainp. You see an oil lamp 
Hers again you just get that 
inklir>g tnat the game's too t»g 
for its boots. 

As in The Hobbit you mual 
be careful with lorig scrdling 
descfipttons ^fttvere a key 



depression which you thought 
to be your next input Is taken to 
be a signal to carry on with the 
scrdling. By the way, about 
that cab jourr^ey. try and be a 
dishonest Hotnnes and dodge 
your fare. 

After the cab comes the 
Underground which „ lii^e Ihe 
railway trains, appear to be 
free - or did I kist miss the tto* 
kel office? While rm with 
money: durif>g a slack time I 
counted my mor>ey I had five 
dollars and 7/6. So Sherlock 
Holmes was just another 
American tourist f Back to the 
railway and you must note thai 
Kings Cross Is the tenninus for 




Lealherhead but what I canl 
lell you Is how to get onto ttie 
trains Half the trouble at this 
stage is getting on a trarn ttiat 
comes In without it immedi- 
ately pulling out on you. Very 
inftiriatir>g. You see a steam 
train. In the steam train is 
Inspector Lestrade " At last, 
ive actually managed to get to 
Kings Cross before he s left for 
Leatherhead - stvould have a 
super long and informative 
deajssion ot the case on the 
kxfmey witii him. But No I 
What s this! 

"Inspector Lestrade wiltt a 
surprised look on his face, 
says 'Well. HoJrrms fancy 
seeing you here" The train 
pulls out of the station.' This 
program was jusi designed to 
annoy me. 

Although the game clearly 
has a lot to offer there are one 
or two niggles. The silent key 
entry is as ecror prone as you 
might expect after being 
wooed by all those sophisti- 
cated beeps and busies that 
are liberally activated in nr>ost 
modern adventures these 
days. That bane of all iililerate 
code pushers - the spelling 
mistake, raises its conspicu- 
ous head, and then i here's that 
enigma: why is Mrs. Brown's 
house dark at 1 ,53 p.m.? 

ShBfiock is an incredibly 
sophisticated program. The 
most impressive feature is the 
convincing way in which the 
leading characters go about 
their interrogations arnJ hiow 
ttiese can be followed up with 
meaningful discussion bet^ 
ween the prol agonists. The 
unfriendly language is no 
worse than wtfti The Hobbit 
and (he word matching this 
entails will t>e good for the end' 
less articles and help pages 
which will necessarily ensue. 
The game can make you feel 
faintly ridioulous when, afler 
typing in a suitably king ar^I 
complex sentence, you are 
greeted with i do not undec- 
stand the word murder/ 

Difficulty: Drfficult but 

playable 

Graphics: Not many, average 

Presentation: Black on white 

Poor on colour TV 

Reeponse: Fast 

Special Features: Interactive 

characters 

General Rating: E^ccellenlif 
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Challenging, 
sophislicaled, 
advanced, 
exira special. 



Be the world's greatest sleuth — m the most advanced antf chaiteneing arfventore game ever. 

For the f irst ti me ever, here is an adventure game in which you can talh with intelligent characters, dsk them questions 
and argue with their conclusions — ad in everyday Enilish sentences. 

Work agair^st time to solve the mystery as you travel about Victorian England. Viflains, suspects and witnesses all live 
out their lives in a realistic manner, and you can never be sure of who or what you will find anywhere. Vou must be alert 
because nobody is above suspicion. 

In Sherlock', the world of the famous private detective comes vrvidiy to life. Time passes naturalty; day turns to night 
racing towards the inescapable deadline. Vou must ensure Sherlocin has sufficierit time (or sleep, money to travel on 
public transport and other necessities. And you can rely on Df . Watson to help you collate information, or gather clues. 

'Sherlocft' makes the maximum use possible of the 48K Spectrum and is the result of 15 months work by a team led by 
programmer Billip Mitchell, the author of 'The Hobbit'. The text and graphics of 'Sherlock' makes it the most exciting 
and sophisticated adventure game yet devised. 

Study the dues, Question the suspects, make the deductions — and match your wits against the most dastardly 
criminals in history. 

fiAe I bourne House makes the choice of your next computer advent Lire elementaiy. 

A real adirenturef 



Q Please send rn^pji free catalog ue~ 

Q Pleasa semi me Spectrum m Sherlodt Holmes @ mMi 



All Meftwirrne House cassette seftware is uncwidilkKialfy 
guaranteed against maJlun-ctien. 



1 ef>close my cheq Lie ' money ofder toi £ 
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, i .k^mahii? recommend these Adventures, 
IL^J^ceiUt value for mt>nev No self- 
*^SiJfinq Adventure-addict should be without 
[hem r b^ii^^*^ ^^^^ ^ are producing a series 
o" Adventures which should be regarded as 

'^^^^^ Atari User. July 84 

'-These programs run very 'as^ and there are 
no frustrating pauses. Level 9 Adventures art 
superbly designed and prcjgriinuned, the 
contents first rate. The impiementation of 
Colossal Adventure is nothing short of 
brilliance: rush out and buy it. Whffe you re at 
rt, buy their others too. Simply smashing!'^ 

Your 64. June 84 

^ Level 9 — arguably the producer of the best 
adventure games in the UK ~ has done it 
again. LORDS OF TIME is a sparkling 
addition to its stable of winners.^ 

Acorn Us«r, July 84 

^(SNOWBALL). This Is another imaginative, 
massive-scaled immensely enjoyable 
adventure from those experts down at Level 9 
Computing.^ 

Your Computer, March 84 
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We have been conscious for some "^ 
time that CRASH has had two ^ 
weaknesses and these have been in q. 
the areas of adventure games and wari '^n 

strategy games. The former problem was ^'^''^EspowdEH'^ 

solved when Derek Brewster kindly agreed to ^/Vrnc ovfiA-V- 
write an adventure column and review the '^US m*^^ 

games. We are now able to overcome the sec- 
ond weakness - and this issue sees the start of 
our war gamers column put together for us by 
ANGUS RYALL Angus is the SoHware Market- 
ing Manager for Games Workshop Ltd. As such 
he brings with him his experience not only of 
software but also the over view of strategy 
games in general. 



OVERVIEW OF 
STRATEGY GAMES 



Everyone knows that wargam- 
©rs thrive on compleKity. and 
this is what has kepi ihe hobby 
soelirist tor so long. Traditional 
wargames strategy ga mes 
have been vJrtuBlly impossible 
tor mere mortals such as you 
or I to crack, and the small 
number of people playing th€im 
has also kept their prices 
ridioiiously high The afhval of 
home computers should have 
changed all that, by getting hd 
ol tha numbef-crunching and 
all those tiddly little card coun- 
lefs that always end up down 
the back of the settee. There 
should by now be as many 
decant siralagy games avail- 
able as adventures - but there 
aren't. Having just gone 
through a pile of strategy 
games I think Im beginrring to 
understand why. The people 
writing them tor lt\e Spectrum 
are giving the sector a bad 
rtame - it s the same old idea, 
of making the players tmst a 
gut to play the game, that has 
kept traditional wargaming 
such a minority pastime Most 
of tttese games have abimm- 
able graphics, laughabte 
points systems, and uniiellig- 
ibte instructions They lend to 
be long winded and very sJow, 
and one or two are jusi plain 
idiodc. Only a couple here 
were actually enjoyable to 
p«ay 
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DODOS 



These were the real pits - dpfft 
even waste your tape on cry- 
ing them. 



BISMARK 



(ASP) 

You are in the South Atlantic in 
WWM. You have 12 battleship 
groups of varying strengths, 



You have to find and destroy 
the Bismark in a grid about 1 5 
units square. It look me three 
minutes Lucky mayt>e. but Tm 
not going back for another go - 
I've got too much sleeping to 
do. This comes, incidental fy. 
from Argus Press, who piMih 
all sorts of really naff compirtef 
magazines: bul even tf>ey 
Should know better than this^ 



INVASION 

(ASP) 

Another one from Argys. This 
one raised my hackles before it 
even started - You Bm the 
commandef of the Western 
Alliance rt says, tfi© Reds are 
attack^ng^ Then it says Recte 
are stupM^ - 1 think this kind of 
thir>g is insulting the intellig^ 



nUNE 






Firtd lh« iiim*ftl TUf Noflli Anintic U IS if 15. . . 




DIEHARDS 



Slightiy better but stilt terrible. 



CONFRONTATION REICHSWALD 



(MC LOTHLOftl^N) 

A t;;oupl^ of months ago we ran 
a feature on Lothlorien, who 
pfOduce this lyrhey: in the 
piece the complained bitterly 
atjout the fad that Thev aiways 
had bad reviews Frankly, look- 
ing at this. \m not surphsad 
Controntation is supposedly 
their classic wargame, and is 
the master program lor a whole 
series of wargame scenarios. 
Hie game is above the Argus 
level at any rate: birt it SLrtfers 
trom a problem which typifies 
Virtually all stfalegy games - 
the presentation of the map 
and units is diabolical. In tt>a 
Lothjoneri inten/iew, one of the 
dir^rlors. Roger Lees, said 
"you have to make &ure that 
the graphics don't get m the 
way of playtng ih© game' . Or 
^ck of them, Roger? The only 
way to gain any kind of overaJl 
view o1 what s happening is to 
make a note of where every- 
thing is each turn, l^ecause an 
enemy unit only appears as 
itself once you've moved right 
up next to i! - wt^teh can be a 
little bit late Otherwise it's all 
guesswork, whidh doesn't 
sound much like strategy lo 
me. Despite a fair vane^ of 
unit types, a reasonatrie tatfain 
system, and a generous 
scenarK^-buHdier pfogram. tfie 
game still fails tocause of this 
guesswork or papeiwork 
protMem. 



Oiiif ftt rM4 It i»EO|i>ltiMi. 



(MWGAMESWORLD) 

The map supplted wtth CON- 
FRONTATfON. Twin River, m 
in fact amazingly similar to that 
in REICHSWALD - onJy the 
Re^hswald one is even more 
primttive Tt>e of% teattire on 
this map wiMdi bears any 
resemblarK* to what it's sup- 
posed to be IS the river Merry 
A Wallis Gameswofid is only a 
small limi, so t can almost fer- 
qive them for that, bjt Big John 
Merry is a wargamer who goes 
back years and years (afKl 
outwards yardi and yards, my 
sp^ telt me) and It certainly 
shows They've managed 1o 
turn what could have been a 
nice, compact little exercise 
into a sprawlir^ nurxleric ani- 
mal that keeps trippng over its 
fifteen legs Each unit has 
three strength values, for tank. 
antJ-iank and infantry, which 
are determined by the compu- 
ter and awafded fandoml/ at 
the beginning of the game. 
There don'1 seem to be any set 
movement values (I may b^ 
wForig at)Ou! this bui tftis ww 
one aspect of the game which 
proved impenetrable)- Ttvere 
are terrain differerK^es and vic- 
tory poinis. but again, you can t 
see tfte enemy f computer oor^ 
trplted this tjn\e. by the way) 
and the combat just sort of 
happens when you move too 
close to the invisible huns 
Delinrtely another penal ard 



snce of tf^e audience. Ifke 
thc^e badges which say Nuke 
em till they glow^ - it s not 
really funny, just childish, 
Anyway, the game is played on 
tf>e san>e sort of ghd as BIS- 
MARK, and the evil Reds 
oome creeping ck>wn towards 
you. Each turn you are given 
so many resoufce points, 
depending on how many a ties 
you conrtJoL which you then 
use to buy units and attack 
points The Reds are given 
overwhelming Force by the 
program, which tends to make 
the game rrxxe an eKerdse m 
headbanging than a game of 
strategy and skiH Argus run 
away with this month s mouJdy 
cheeseburger; and I run like 
hell in the opposite direction. 



REICHSWALD 




y^^ 

^ 



FRONT LINE 



paper job. and very 
sssssllltlooooowwwww so or\\y 
really recornmerxted for ttos© 
atout 10 embark <m a term of 
I if a impHi&onment Generally 
about ^s action -packed a^ a 
tiowt of semdififl. 




DIAMONDS 



W#1I, havir^ tra.^hBd averyona 
so tar, I f^^f honour-bound to 
give a brt of praise ro somflorve, 
and the only people I can think 
ot that realty deserve it are Red 
Stilft whose two games 
Apocalypse and Rebeistar 
Raid&fS are still far and away 
the best stmtegy games for the 
Spodfum. even Ihoiigti 
Afx^c&typSB is now oyer a year 
old Unfortunately, a series of 
probler^s at Red Shift earlier 
Itiis year led to the departure ol 
rTK>st of the programmers to 
fonn the SLUG «XKip; this 
means that thare rs an 
improved version of 

^CBtypSB which wilt pob- 
tf never see the light or diay. 
f even the old ApocBlypSB is 
great it you can get hold of W. 
Before I say anything atxxil It. 
rd better make it dear thai it is 
an anti-war game (m view of 
what I satd earlier!) but it s sub- 
tle in its methods - ii realty 
wt>rks by forcing the players to 
think about the consequences 
ol aggression The game 
c^>mes with four maps, and Vtm 
disthtKjtiori of cities can be 
dofie either manuatly or auto- 
rfiaticatty In addition to the 
main map fo the chosen area, 
say Europe, there is a ciose-up 
of the cursor position giving 
unit sfrengths in each square 
As the game plays through, the 
playefs (up to four) make deci- 
sions as to wfiether ihey are 
going to use aggression, 
whefier to use conventional 
forces to eJKparxJ Iheir empires, 
or Whether to use itie ultimate 
sandjon of nuclear weapons 
There s a lot nxxe to this game 
than simpty Uastind mm «1 
vour opponents, yet you obnt 
tiav© to sit up all night with a 
calculator in order to know 
whals going on 
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REBELSTAR 
RAIDERS 

(RBDSHiFT) 

Even better than Apoc^iyps& 
is REBELSTAR RAIDERS, 
Where one player comrnands a 
team of spACe pirates m an 
attempt to destroy the corstro! 
centres of three different instaJ- 
lations [each baded sepa- 
ratety) The other playw. 
naturally, has lo defend tlie 
installations The graphics are 
quite superb, and the installa- 
tions, which apf>ear as plans or 
cross sections are designed 
for maximum game flexibility. 
Cursor movement ts fast arvd 
snKXrth. alihoughl the 
keyboard layout takes a bit ot 
getting used to The wide van- 
ety of weapons available and 
the manual deployment of fm 
characters create a great mix 
of strategic thmkmg and gen- 
eral blasting power The only 
th]r>QS I fealty disiike about 
RAIDERS aie tt>e imtating 
sound effects (wtiich seem to 
be sorrvething ol a Red Shift 
trademark) and the packaginp 
- whbch is so amateurish it 
could have come from Merry 
and Wallis. 

REBELSTAR RAIDERS and 
APOCALYPSE prove that rl is 
possJbie lo write good sffategy 
games for th& Spectrum: but 
they a!so highlight the great 
gulf that there is between 
strategy games, and arcade 
and adventure games, Whey 
you consider thai state-of- 
the art m arcade and adven- 
ture changes atmost month by 
fiKwith (look at the GREAT 
SPACE RACE) it is incradibla 
nm one of the two bwt 
strategy games is over a year 
old This is one of the few areas 
where American soflwai e- for 
Ataris and Commodores, 
wipes the floor wFth us 
Perhaps its atxHjt time that 
sonte of ihe software houses 
renowned for their arcade and 
adventure work took a tong 
hard look at the straiegy 
games desert - the demand is 
there, when thke right game 
arrives 
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A new and richly devious world 
for the 48k Spectrum — £6.95 
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^friended if ways can be 
/jork was falser 
Venaers good service in dlffefent vein. And 
vanquished aggressdis mlghl be your 
pfotectofp In perilous places of dark, deaifi 
and pain. Of devious problems and magical 
tasks, This song is a warning, a riddle, a clue. 
To daralajitfs saviour it offers a little. 
So mar1< well its lines ) or the saviour is you. . 
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as$ic intepnivejj^t an 
graphic^lrenture ^^fV1lp||MEGA! 



T-shirts & 
Binders Offer 




FREE IN-DEPTH 
INDEX! 

As Lloyd Itangrvfn mentioned m 
Mt leftofs pipg^. he's been lokS lo 
gel it together (iMre've Qenefousty 
fifivided iiim wHh a second tirry 
llMk) and organiia an Indei tdr 
Vie 12 isaues your binder will hdkf. 
The indeK is rtMoluMy FfiEE io 
anyone who orders ttw otridef and 
wfl be sent autommx^lv m Jami- 
aiy 

So make sore you tum your 
issues imo the CRASH Sp*elrtifTi 
Software EncycktpasdlA) 



Be a Superior Alien with your very own 
CRASH T-shirt and sweatshirt! 



PtoM* trend nw CRASH T-«filrta Narrw: ^ 

(<t £4.» Sn HG L:^ AfkJress: 
,^ — 8w««t«hlrt f^ £8.95 3Q MO LO — «»™«« 



■ ■ n ii nmui iii Liii i i i I mill I 



Pfosso IWUl- 



_CnAaH Bindard! ' 

at £4-50 I endoae Cheque/PO payable to CRASH MICRO £ 



{wmwmm ordwt pl»iiw add 40^). 

CRASH MICRO, FrMpott, Ludlow, Shropshire SYS 1 BR 




£1 000 






WORTH OF SOFTWARE 
TO BE WON FROM UNIQUE! 






prizes worth almost £20 are up for grabs and 55 
lucky people will be winners. You can win any 
three of the four new releases from Unique. 
There's JUMP which teaches you how to climb 
tower blocks, RED ATTACK which teaches you 
how to fly space ships, VERTIGO which teaches 
you how to use a jetpack and WRECKAGE 
which teaches you how to bomb a city flat! 
The games are all reviewed in this issue. 




The two names that figure behind Unique are Les Barton 
and Farhang Mehr Farhang has spent seven years study- 
ing computer sciertce at London University, Les is the 
graphics designer, an artist whose work has appeared in 
several national magazines and newspapers. 

In addition to the mam prizes. Unique will give a free 
membership to their dub to EVERY competition entrant. 
The memtJership is worth El normally and will entitle the 
member to receive monthly news bulletins and price reduc-^ 
tions on later releases from them 




How To Enter 

Take a close look at the two <Jrawings below and see how 
many differences you can spot between tfiein, Circle the 
differences on drawing B, fill out your name and address 
clearly and ser»d the coupon to: UNIQUE COMPETITION, 
CRASH MAGAZINE. PO BOX 10, LUDLOW, SHROP- 
SHIRE S V8 1 06 All entries must be received by firsi post 
25 October The first bb correct entries drawn from the bag 
wilt eacti receive three of the four games. 
Please don1 forget to list the three titles you would Irke 
Should you win! 



Unique CompeOitofl 
Entry Coupon 

Name ... * .,......,»......,..«.... .... — . 

^ • ■ - ' ■ ' -■■¥'P¥P¥i*p 4* »«»'i'**»*»ii»iiii***if'*-f *■•***■* + + ■# !■ t ■ 

Postoode ..,..**.*.*-..,....*..*,....._. ,,... 

Number of cfiff©ref>ces toumd .....,,..,....,•..**.,**,,. 

Prize chote©! Jump, Red A«a<A. Vertigo. WrecKage 

Tine 1 ... . , , 

I lim £ » m m • * P#l#- w m m ^ I ...I. ■>■■ ■I... ■■■ . 

I IfO V ■■^■■■■■*'II^P4'4ii + l-lr+lliairFVTiii!iiir!iir>Bi--i 




The CRASH 

HOTLINE 



Satre Wuff hangs in at numb^ one for the second mofilh with Lords of 
Midmghi pegging JSW down U) third piacf SlaW« male Ma/iFC Min^t has 
aiflo tahen a lumb^ 6Qwn lo 8 B4f] dimb^i^ thts morrth a re Ma rc/i Parnf up 
2^ plaMatothafi sk?!. Fj^w mfofr^o up v p peaces lo 7. Kosmfc Hangs up 1 2 
tome 16 sW wxl Mikfogen s Waily gam^ Aaftpman^^ m for the Um\ lime at 
number t B Bue-Byt^ s Anucs has aisio gone up shari^y from 40 to 1 9 and 
AdMtra has moved 10 places Another adventure grille, ^u^^ hascorpie 
up c^j9kMv Ifom 46 lo 23 aryj Th^ Ouif! hokls on al 26 Ntce to s*a 
S#vers(ri1 a iters e F^mg^ ti&ppen At So^ appearing tof fhe first time, in al 
32. Lower down the oharl quite a few old laces haver f eappeared - take a 
look! 

This month s HOTLINE WINNER is Stephen A Graham, Car- 
lisle. Cumbna The (Our rvjni>er$-up are S- Ellwood, Mawarden, 
Deesid^^ Clwyd: Philip O'Hara, Br&dlofd. W. Vorks; Rcrfwrt 
Wilda. Castle Vale. Birminghanv; arid Simon Hall, Blackl^rook. 
Ositvysliire. 

Jfy^ Adventure diart has moved afound con^id^nibiy 8^nc«i last month, 
refieding the hugely ifK^reased interest shown In I by roariefB wm ttiis 
n>onth, Lei's l^eep it up> Lord^ are in lh« rwws wtVi thOMof Mk^lght wH 
ngfnDer 1 and Level 9 s Lords of Ttme in al 2 - a risfl ot 20 stofcs fiJfk has 
ateo dashed up from ts to 3. Another txg nser m Level 9's Cotoss^ 
AdVttr?ruri up 14 places Dems Through The OrMdno Gfms haa Qtiol up 
tiom 2CMh plaoa to the numlMf 9 ekiL Plaaw notice that the Mystertoitka 
Advamura aadea is now maili«iadumtar Hit name of ChamI a Software. 
Brian Howarth's [>gHal Fantasia now donoentmting on writing rather than 
mai^ sting . 

The ADVENTURE TRIAL WINNER this month is Stuart McFar- 
lan«, Glasgow The tout runners up are: 0*11. Handley, Soiihtillp 
W. Midlands: Ray Blake, Hayle»gh, Esmk: Keith J^tm^, Llan- 
rumniey. C^dift; and Martin Goldld, Millerston, Glasgow. 



BRILL 'N' FAB 
HOTLINE PRIZES!! 



Whether you phone Of write in, all names gp rnto the 
voluminous bag lo be drawn monthly. Firrt out receives 
£40 worth of software plus a CRASH fee shirt, and the 
five runners -up receive three issues of CRASH free plus a 
CRASH tee shirt. 

Others may try and copy ub but the CRASH HOTLINE 
CHART is I he one that counts - and you are the people thai 
make it coy nl. 



YOUR VOTE IS EXTREMELY 
IMPORTANT - USE IT PLEASE! 



I 



THE CRASH HOTLINE PHONE NUMBER IS 
0584 (Ludlow) 3015 



HOW TO USE THE CRASH HOTLINE 



Rlnilh* 



ttVlM^ "Aflli Ihfe futltfeHV tifit 



om nmm nl HictrHt f r»* 



sn Bilk mwHlnoiM 
-emiUiiyourlwf 

jturtyDuHririAiihieMalli. PEipih«oeiuporiiriftri'*nvfiQ|wwid 



Tilt IIHIllNQfit HDAnt IB ^QlHntt! vtfy p^mnHd ipllvf 
Wl||ligtd H li flit ^M - «fllft Su 



■ npw iHUf ocnwt oat, H I 
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CRASH HOTLINE WRITE IN COUPON ft^y top tiv^favourUe programs m descending order 
. Please use blocN capitals and write clearly! ^^^' | 



Address 



I Name TITLE^ 

I 
I 

\ 2 

I ''""•' " - 

I Postcode 5- 

I 

1 Send your coupor> lo: CRASH HOTLINE, PO BOX 10, ,. 

I LUDLOW, SHROPSHIRE SY8 IDS - 
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CRASH HOTLINE 



SPECTRUM SOFTWARE CHART 



TOP 50 FOR OCTOBER 



I fvj'14 ^- iyn4»ttfhmn ifiticiii mi mvrmm ftnmnni 



SASRE WULF Ultimate 
LORDS OF MIDNIGHT Beyond 
JET SET WILLY Software 
Pros sets 

CODE NAME MAT Micromega 
ATfC AT AC Ultimate 
MATCH POINT Psion 
FULL THROTTLE Micromega 
MANIC MINER Software Projects 
LUNARJETMANUlttmate 
MOON ALERT Ocean 
PSYTRON Beyond 
CHUCKIE EGG A & F Software 
TLL Vortex 



3D DEATHCHASE Micromega 
KOSMIC KANGA Mfcromania 
TRASH MAN New Generation 
AUTOMANIAMikrogen 
ANTICS Bug-Byte 
POGO Ocean 

THE HOBBIT Melbourne House 
JETPAC Ultimate 
HULK Adventure fnternattonal 
FRED Quicksiiva 
AD ASTRA Gargoyle Games 
THE QUILL Gilsoft 
ANDROID Vortex 
HALLS OF THE THINGS Design 
Design 

ANT ATTACK Quicksiiva 
FIGHTER PILOT Integration 
MUGSY Melbourne House 
WORSE THINGS HAPPEN AT 
SEA Silversoft 

FACTORY BREAKOUT Poppy Soft 
FOOTBALL MANAGER Addictive 
DOOMSDAY CASTLE Fantasy 
NIGHT GUNNER Integration 
BEAKY & THE EGG SNATCHERS 
Fantasy 

WORLD CUP FOOTBALL Artie 
SCUBA DIVE Durreli 
PYRAMID Fantasy 
STOP THE EXPRESS Sinclair 
ARCADIA Imagine 
ZZOOM Imagine 
DEFENDA Intersella 
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VOTE for the 

CHARTS 
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MOUNTAINS OF KET incentive 


47 


(--} 


C AVE LON Ocean 


48 


(") 


PHEENIXMegadodo 


49 


(45) 


TRIBBLE TRUBBLE Software 
Projects 


50 


(33) 


CHEQUERED FLAG Psion 




CRASH ADVENTURE CHART 



1 ( 4) LORDS OF MIDNIGHT Beyond 

2 (22) LORDS OF TIME Level 9 

3 (18) HULK Adventure International 

4 ( 1} THE HOBBIT Melbourne House 

5 (W) COLOSSAL AD VENURE Level 9 
8 ( 9) SNOWBALL Level 9 

7 H QUEST FOR THE HOLY GRAIL 

Dream 

8 ('-} URBAN UPSTART Shepherd 

9 (20) DENIS THROUGH THE 

DRINKING GLASS Applications 

10 (24) KNIGHTS QUEST Phipps 

Associates 

11 (3) VELNORS LAIR Quicksiiva 

12 f 2} VALHALLA Legend 

13 (16) CLASSIC ADVENTURE 

Melbourne House 

14 (7) CIRCUS Chanel 8 

15 H TEN LITTLE INDIANS Chanel 8 
18 (10) EPSIONAGE ISLAND Artie 

17 (21) PHAROAHS TOMB Associates 
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18 


(23) 


INVINCIBLE ISLAND Shepherd 


19 


(5) 


MOUNTAINS OF KET Incentive 


20 


(29) 


MAD MARTHA Mikrogen 


21 


(17) 


GOLDEN A PLE Artie 


22 


(14) 


SHIP OF DOOM Artie 


23 
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QUEST Hewson Gonsuttants 
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GROUCHO Automata 


25 


( S) 


ORACLES CAVE Dorcas 


26 


(29) 


MAD MARTHA II Mikrogen 


27 


(12) 


PLANET OF DEATH Artie 


28 


(26) 


INCA CURSE Artie 


29 


(27) 


BLACK CRYSTAL Mastertronic 


30 


(15) 


TRANSYLVANIAN TOWER 
Shepherd 
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Judging from my groaning d^esk {novt expensively 
eqyipp«f wilh a tower b\ock of IN' tmya to make life esEier 
for the inerepsingly irate CRASH staff - Oh rf's another load 
a1 *""ing letters (or Lloyd! Where do I put H?" (Plefls^ noie 
that CRASH staff no longw twnir. jysi talk in aslerielts) - the 
Playing fips (to gel back to the poim) seem to be proving both 
popular and helpfy I to those hi-aoores 



Peter Wilson from Mattock, 
Derbyshire writes: 

ChuQkfQ Egg: on level 7 the 
eggs bf the three ftoating 
lacBefs €an be reached by 
jumping a1 the I bidders with the 
UP key pressed Vour man will 
then catch hold Of the ladder. 
You e^n hop from ladder to 
ladder rf you press the UP or 
DOWN key wtiile you are in 
VhB air This t^hntque can be 
used to climb onto ladders 
fester too. 

OeatfTchase : on the highef 
sectors 5hb tt is best noi to 
atiempl to shoot the riders but 
Keep the lire button pressed 
and ^x^centrate on avoiding 
the trees After level 8 the 

Same returns io level 1 after a 
irge t>onus ^s added tg your 
score, Also, on the higher 
levels if you oo in a straight 
Une cof^stanffy firing, you only 
ne 3d a voi d the trees y oii r 
bullets are hittjrg 

Ad A^fra : as soon asyou 
Start, move to the top left hand 
iXjnier of the screen When 
one of the asteroids is heading 
for you . mci ve to the bottom 
lefi and wait for the asteroid. 
When it appears head for the 
lop right corner and wail for 
the asteroid, then move to the 
bottom right When the 
asterotd comes, move back lo 
the top left again and start this 
routine over. 

Sean Cleveland from Alton, 
Hante says 

Here are some frfaying ttpe for 
futt Thmflte . 1 ) vvtiren the 
game starts always go to your 
nght, otheiwise you will be cut 
off. 2] when in the race always 
stfck to one side (as near to 
the edge as poss^ttej. This 
way the other riders wilt not 
touch you. 31 when overtaKir^ 
other riders on bends it s 
ea^^er to overtake by letting 
yourself skid onto the graas 
and then slowly edge yourself 
Of^ the road All these 
meitiods work foe me. 



Stephen and Nell Graham 
from Carhsfe, Cumbria, 
rBCkon ^ey have found a bug 
in Sthmrsoh's Worse Things 
Happen at Sea a game they 
tifr0 excellent, it tiu&tratingf 

n Es tmpo^lble to get f nto 
dabi \ II you try what actually 
happens is that the score 
resets rtsdf to zero, but 
instead of going into mmm 
figures (in tfie case of being in 
debt) ft goes to EB.999.999 
and cames on counting down. 
Therefore, to get a hi-score on 
WTHAS let all rooms fill with 
water apad from three and the 
control room on ievels one 
and two If you are in debt at 
the er>d of a trip you gain 
profits instead of tosing ItiemT! 
ts N a record then thai we 
scored ESS. 6 50 on level one?f 
L<^ng robot lives also t>elps 
you to get in debt as each 
costs £t .000. 

ddtting Mta debt on the third 
level andsUjaequent levels is 
near impossible Kowevef , at 
the efigine btows up if water 
gels in. 

Tips : fill holes that are 
lurlhest away from the cx>ntroi 
room first. After atl major leaks 
are patched start pumping out 
and Vmn seal off other 
leaikages. During the early 
part of the crossing leave top 
deck doors open for easJer 





Worse Things Happen at Sea 



movQfnent but seal all areas 
liable to flood as all the top 
deck may need pumping out. 
In case of dire peril seal off 
critical rooms and let them fifl 
up while you pump out other 
rooms. Supa-step through 
these floods areas. Above 
all, try rat lo lose robots, Itiey 
cost a lot, and always ke^ 
your energy up for pumping 
work as staying underwater 
as well as pumping cc^ts you 
lots of energy 

The Lorcte of Midnight seems 
to have attracted tots ot tips, 
many of which ha \^e gone oft 
to Darah Brawstar, who will 
fio douht print them in duB 
course r but here's a quickie 
from N.R. Icirbyp kVaferfoovi/fe, 
Hants. 

To comptete ford of l\Aidntght 
you rnust send Morkm north to 
the Tower of Gioom. choose 
then SEEK to itnd the Ice 
Crown, l>ut to complete the 
garne you must destroy it. by 
hawifig either Lorgrim tT>e 
Wise, Fawknn the S4<culkrin or 
Fartame the Dragonlord with 
Morkin at the Tower of Gloom 



Full Throttle 




thus giving victory to the freel 
(PS. I was tt^e first to compiere 
rtonJtrfy26til). 

Sorry. W. R. Hirby, but we 
fcno w of paopfe who 
compfatad it wait bafora the 
data you state -one of our 
own ravi&wmg t&am tor a 
start! 



Andrew Oultawfrpm 
Cambndge has a probtam 
with Aktiemist: 

Can m^ pf yowr readefs help 
me? IVe been trying to find the 
fourth part off tt>e scroll for 
months, but ive failed every 
time II anyone knows contact 
me by post at 67 Brampton 
Road. Cambridge CB1 3HJ. 
By the way, CRASH can oniy 
be described as being the only 
good mag for the non- serious 
Spectnjm owner. Keep it up 
Mr. Kea/> (and gang of 
course)! 

I used to be in a gang once, 
but I hung uprriy btvycte 
chain son^a nrorjths ago -tt 
Beamed to be giving tfie 
secrataries soma probiems! 

Aten Simpson from Mittort, 
Glasgow . also has a problem, 
this ttme with Lunar Jetman: 

On reaching level 45 1 was 
horrffied to see the planet 
break m and many hundreds 
of tmai ffohf-afigled holes 
appeared The rnoon rtwer atl 
obeyed comrriaixls but moved 
Jeft and right at a far greater 
speed. Tlile teleporis were 
very jerky and seemed to 
move away from jelman. To 
try arxJ rectify this bug' f 
crashed into the launched 
missile, losirvg a !rfe When the 
game rMymad the pianet ww 
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^11 full oT holes and when I 
trt&d to get back into the rov&r 
me game tro^e and Sinclair 
research' appeared on tl^ 
screen, is this a bug or is A 
game over ? My soora wbs 
596 J 70, 

When youm pushing 
technology K) Bnd b0yon<J its 
known limits, {suppose 
myUiing coutd hsppsn, AiBn 
Anyone suffered ih^ same 
Bxpiostve fate? Steve Farmef 
(14) from Jhrybefgh, 
/totherham, S. Yorks, has a 
faw usetut POKEb f most of 
which fm hotdtng back on tor 
Vie moment to Qive the games 
a ^ance!} and some tips on 
MoAlyMole: 

First rd Itfce 1o congratulate 
ydu on an eKoetlent magazine, 
f patticulariy enjoy the tips 
section Hunchback; aAd 
POKE 26254X) to the basic 
koaclef to give unlimited liv^. 
rve reached the ^7th semen 
of Kfonfy Mofe but I don't know 
bow to pa^ this screen . For 
those leaving i rouble with the 
second railway screen, here's 
how to pass it. Get into the 
hanging position on t^ke 
horizontal pipe at the 
bono m -left side of the screen, 
wait until the train is 
undefneath you. then drop 
onto it and immediately run 
right to keep on it. \t you stop 
running then you will lose a 
ife Stay on the train until you 
go onto the next screen, then 
quldc^ move up the nea^mt 
pipe. 

Fof those stuck on screens 
wtiere ttiere appears to be no 
way out, you must get all the 
ooal from the previous 
screens, then a wail opens up. 

Finally, if anyone is stuck on 
Phipps adventures PhBrooh's 
Tomb Of KnjQhts Quest, press 
CAPS SHIFT and 6 to break 
out o< the progfam, then type: 
LET Room = Roont(plua)1: 
GOTO 1195 On jiiMfc 
muntain^ after bfOUdfig out 
as mentioned above, type; 
POKE 23755^: LET Room = 
Room(piLLB)1 : GOTO 1195. 



Daniel Varcoe f I3J of Truro, 
Cornwall has someUiing 
atmut ptBytng tennm: 

For those 1 w*y enough to own 
Prton's Match Poini . T have 
discovered a way o1 cheating. 
If yoM select the keyboard 
c^bn and have a game 
against the cXKnputer, you cb^ 



move the other pJayer by 
UBtr>g keys 6 and 7 for left and 
right. So you ^n move him to 
the other side of the court and 
serve, and he won I be able to 
reach the ball in time to return 
it. 

Greaf, Daniel, it may be your 
idea of tennis, but it certainfy 
ain't crickett I tttink Tve 
atr^^dy printmi a tip tor An( 
At1a<* simiiar fo the next one. 
but Richard Badger /rom 
Aitfincham, Chemimf 
explains it weft, and its a 
good wheeze, here it /s agair 
-it's designed to save you 
going alt the way back to the 
start point to escape ha)/ing 
rescued your compankyn: 

After you have found your 
companion take him/her to 
one Of the outer walls. Stand 
infront of one of the lower 
parts ot the wall Make siire 
you are facing the wall and 
your companion is right 
behind you. Once everything 
is peffect press V and C You 
should then be jumptriB up 
and down in frwit of a wall 
whk^ kxAs a bi i like the 
Hunchback wall Keep doing 
this until an ant comes along 
and It wif get pa ra iy sed 
becauM you jumped on Ft. 
Then this paralyse ani wiH 
act like a step and you and 
your companion wiH get out 
with ease This may sourKi 
oomplicatad but there is r^iUy 
nothing to it 

By the way , my friend Ju*l 
ggl ms n#atty packaged 
version oi Formula One from 
Spiht. and he says its as good 
aBPufl Throttte 

WbH t beg to differ wtth your 
friend, Richard, / thought 
Foftnula One was rubbish 
and vtrtuaiiy unplayable J.R. 
Wilson from Hucknatl Notts, 
who thmks CRASH is a Real 
Smart Carlos Fandango 
Super bill Mag . whatever the 
hell that is (^} has a tip for all 
those ptay^fS strenuously 
trying to park Jefman 
overnight in a sate place: 



All those cornrT*errts on where 
to lews Jabnafi oramight. are 
$illy: ttie genie has a pause 
button on which a heavy 
pbfed can be placed ( I use a 
gaperwejght of the ZX 
Powerpadt). 

NowthaVs what i call real 
state of the art' playing tipf 




3D Ant Attack 



Mr. Wilsan afsa has a tip for 
Sabre Wulk whtch may help 
Kevin Lewis 0/ Birmingham, 
who wants to know where the 
vark^us pieces of the amulet 
are hidden f actua)ly ha\/e & 
tetter somewhere which has 
planned them ait out 
accuraiely, 6i>f iVe misplaced 
it}sofry)f 

Tt>e amutet has only a few 
prosiWe locations in the 
jungle. The places where it is 
hidden are a i ways m 3 certain 
pattern, so if you find one 
piece, you wif I know where to 
bok for the ott>er three 

And of course, there is th& 
fact that the natives ct^&nge 
cok>ur and ffash when there is 
a piece ot the amulet in a 
skaight tine with them up a 
path. One tip iS to latch onto a 
native and keep toik^wing him 
until he begins flashing (if 
you'll pardon the phrase) Joe 
McGeever ( t3) from Dafton. 
Rotherham writes tptoBme 
that: 

tn Jel Set Willy I have found 
the three screens whk;h you 
missed in your map Firstly 
you must wait on the BOW 
until 1 1 45 p m when a raft 
will drift onto the screen You 
jump onto this and are taken 
to CRUSOE ISLAND Go MP 
to TREE TOPS -THE 
SEOUEL and up again Into IN 
THE SKY. at which time things 
gal eKtremety dodgy. 

Thartks Joa, for the ^p. fVn 
sure itli prove excetlent for 
keeping people off the street 
Anyone daft enough to s/f 
around until 1 1 45 p.m. 
desen/es lo see a rati coming 
in. You must tfiink poor old 
Itoyd's a country bumkin 
because hes stuck up here in 
wildest Shropshire. But even 



here we occasionalty get to 
sea the odd copy ot Your 
Spectrum. They may batieva 
you - 1 don 't~in fact what you 
sayisaloadofb*'***!! 

Michael Hudson from 
Bingley, W. Yorks writes on 
T.LL. by VOffex: 



H taking off from the east to 
west 0^ (he runway do not rise 
fully into the air. just skim oil 
ihe groijnd a irtfle uniii you 
have passed the runway, then 
head north Do not waste Ume 
doing stunts, and do not 
bother with refuelling - if you 
af9 fast enougn you can do alt 
the bases without refueUlng. 
Onty use the swing wirigs tn 
an emefgency To destroy 
bases your aibrr^eter should 
be on ttie 4th level Ifom the 
bortofr*. 

Stuan Ware/TOm f^ntwyn, 
Cardiff says; 

In PsyfjnOfJ slOOK up with 
personet on the final level 
(about 370) because when 
you run out of fuel your base 
is only destroyed by lack ot 
parsonel. nothing else. 

Craig YeQminsAt>m Manor 
Green. Willenhatl refers to 
Colin Warners fetter in the 
may issue atXH^t Cameti's 
(Now Mastertronics} Black 
Crystal: 

Firstly, aftef finding tfie 2 
rings, head to the bottom left 
part ^ the screen (forget 
about entering tt>e castle). 
Somewhere on the plains is 
the invtsibie entrar>ce to the 
Shagol s iair (map 3) Enter 
tiers arK) it wiil give you a map 
rafarence number for map 3. if 
you have trouble firxJing the 
lair tile rr^p reference number 

CRASH OctQ4»f 1 984 87 
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is 1 1 26671 220 Enter this 

after inputting to rhe prompt 

'Are you slarting 3 rtaw 

game?' 
I also hav© map refefenoe 

nymbers for the oihar maiw as 

follows: 

Map! -512661220 -the 

final stage 

Map2- 1126690200 
Map 4 -31 28641 220 
Map 5 -2126671 220 
Map6- 1126290200 

J.H.G. StuCfliWW f NJ 0/ 
Kmgsbndge, D&vor^, in 
addiiioff to finding some 
oddities tn the desert around 
the city in Ani Attack, wants to 
kf*ow why: 
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After you have rescued all ten 
girls/boy^, you are nominatefd 
a HERO, byl never a 
HEROINE, so why are you 
asked at ihe baginning giri or 
boy?' 



GoodQuBStion, J.HG. f guests 
$e^ equ&My onfy goes so tar 
Clive Deneey from Mitom 
Keynes modestly writes in to 
claim: 

Tve done it! I must be Ihe last 
person to have completed Atic 
Atac, and I did it wuh the help 
of the map found in issues 6 
and? of CRASH. 



more of you out there who can 
outdo Ctive -awn up. who 
hmn't completed Atic Atac 
ye?? On adventures Ciive has 
this to say: 

In the Golden BBtan you must 
throw the rope over the 
port€ullLS To find the rope: In 
a prickly situation fiere - chop 
chop chop and all will be 
dear'. To fmd the sword, 
search the feaves fn Quest 
Adventure bv Hewson if you 
kill the mindflayer in the 
rTKjyntains you will find the 
?Ong key But does anyone 
know what lo do wilh the 
snorkel in C/fCiis? 

Clive also winlg fo know if 
we can cut down the 
advertisements and put In 
more reviews. The anaiM^r, 
as before, is NO. The ads 
pay fof what you get already! 



concludes this 
month'^ Playing Tips. 
Plesse keep sending in your 
tdeas^ hints, c heels and 
wtut not* but before anyone 
considers it, we hav« 
enough POKEs for JSW. 
iW iW AND Safere Wu// to fill 
ttw Domescfay Book. A lot or 
thne w(ll be appearing in s 
special edition of POKEs In 
the Chrlgtmis Spectal 
CRASH. 
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Firstly I must Ihank alt Ihc^e 
who wroie in with Ihe solution 
to the security lock problem in 
Snowbaft and the whereat)- 
outs of the pirate treasure in 
Colfosal Adventure 

For the first problem Geoff 
Forsyth of Frocteham. Che- 
shire writes 

"Perhaps } can help you and 
Styah Rofc»ert$ Out- To Open 
the security door in the Snow- 
ball Hition you need lo Obtain 
the correct security co6&. 
When using the Video Viewer, 
it gives you IHe coffin number 
of a o-ew member who you 
must find and carry to the 
nearest revtval machine {Yes, 
you have f o go all the way back 
to the freezer coffin disks) 
When you rrvanage to revive 
the crew member he/she will 
give you the correct co<te 



number to open the security 
door; 

For the latter probtem P. 
Hoskins writes: 

In ariswer to your question 
in issue 7 regarding the pirate s 
booty, no rt is not a hoajc. The 
pirate s chest is in fact in ttte 
2rid maze (iKSt the one with the 
verKiing madiirre). You can 
however only find it if the pirate 
has already stolen an item off 
yoUn he will then place this item 
m the maze with his chest. To 
find the chest Irom the conridor 
outside ihe ma^e you go south 
(the 1 si room of the maze) then 
t.S.S,S,N.E tYou should now 
be In ttw room at the top of Ihe 
orange column). From here go 
ENW and there iltef' 

Or>e of the nrtajor lopics of the 
letters this month has been 
Lords of Midnight Everyone 
wTthout exception h^ 
descnbed the game as bnUiant 
aithoiigh some have sug- 
gested it is a littte easy. 

Most adventurers com- 
plated the game by destroying 
the Ice Crown while a lew have 
gained a victory through batife 



For ttiose havir^g ^obtems t've 
included a few hints and dis- 
coveries sent in, However you 
will not find direct solutions 
here like tKiw to destroy the Ice 
Crown which would spoil the 
game 

Stewart Beatip of Glasgow, 
who completed the game by 
battle in 2 Vi hours wrrtes: 

"Ttie only person wtio can 
recruit U1^ is Lustor tt^e 
Moonprinoe and thai is only 
when hts land is urKler attack. 
Also a person Of one race cm\ 
orily recruit others of tt>e same 
race, eg. Free can only recruit 
Free arid Fey can only recrurt 
Fey" 

Stewart has tound 32 
characters, l wonder if anyone 
has found m<jr©'? 

Jonathan Hoysden^ of 
Hiicknal} supplies the following 
tips: 

Don't fight too much, 
poomdark outnumbers you. 
Defend Xajorkith with Timrath 
and before you send Lord 
Xajorkith off bring the citadel a 
guard up to a i .000 men. No 
more, because it you pMi 1 .500 
men on guarding a place they 
disappear Also go north and 
you can see a keep in front of 
you. Proiect ihat because 
Ooomdark wili attack it t^efore 
he invades the citadel." 

It's always interesting to read 
your views on the aoventuras 
you've ptayed, even if i don't 
agree with them[ Robin 
Cftover of Bnstol says: 

"Du/igeo/T adventure 10 10 
This i cannot recommend 



>" 




t\ 



£ 



highly eaough tt is eattremely 
kjog and coriitains everything. 
It is th6 most rewarding adven- 
ture I have ever played Faa- 
\\Mm range from mushrooms 
which maSe you grow to iDlacN 
spheres which chase you. Jusi 
iXiy it! If you are stuck you can 
always get a clue ^heet from 
L^vel 9. But ck>n't use il too 
much 

Lof<i% of Tifm 9W1 0. TWft Is 
also highly amazing, almosi 
mm adventures in one. It is 
ejfiremefy original and drips 
withatmosphefe. It would have 
had the full ten out of ten if il 
wa$n t for a f@w small errors 
and loo hard solutions, e.g. 
auf eka to open a door 

Snowball adventure 8/10. 
Not as exciting as the ott^er 
Laval 9 adventures. It lacks 
monsters It is spoitt by compli- 
cated light' foulines. but still 
bettar than nx^st adventures. 

Aftic Bdvomifre D 5/10. 
Reasonable but spoilt by tadc 
of description and un-user 
friendly vocabulary, e.g., when 
I type in tie rope to rode' reply 
li 1o what? 

The Hobbif 8/10. This Js a 
good adventure for the begin- 
ners, rather pri<^y. rather easy 
and rather biig- ridden But is 
has a good vocabulary and 
makes up for its faiilts by the 
fad tt^t iWr e is more than one 
solution. 

Smugglers Cove 6/10. A 
rather difficult beginning but it 
has a fast response time and 
instant graphics Ibe vocabul- 
aiy IS poor and not user- 
fnendly. On the intay it says 27 
kx:ations and 65 objects 
Surety it's the other way 
round? 

Vaihatia 4/10. Poor, dull and 
a waste of time.' 



Gary Smith of Swindon writes: 
\ am writing to give my 
comments on adventure 
games and a^ for heif> on 
some, so t>ere we go. 

Tfm Hobbit - supert). a 
masierpiece among adven- 
tures . d#spite the problem if 
you break the window in the 
dungeons. 
Prmania - No comment, 
Arf/c A-E - never below 'A' 
standanj, would be belief with 
some graphics! 

Valhalla - very good, thouoh 
not quite as good as The ttob* 
M/' 

In respor^e to Ron Weltt' 
comments in the August issue 
Simonn Whltlfig wfttes: 

I completely tfisagree with 
R Weliss comment on 
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Pimani^. I th^nk it is very dif- 
ficult and wrtty loo Also I can- 
not see wt\at is so great atxHit 
the Artie adventures as I think 
they are vefy dutl and have no 
atmosphete in them nr\aybe I 
wHI thinkmore of them when I 
ran dispel the lorceField in 
Ranef of Death, go down the 
sand porthde in Inca CufSB.'^ 

For those who take pteasure in 
cheating Mick Tilsoti has writ- 
ten a program to translate the 
coded tips. 

SIGNPOST TRANSLATOR 

20 POKE 236583: BORDER 

: PAPER 0: INK 4: BRIGHT 

IsCLS 

M PRIMT TLEASE WHITE 

IN THE MESSAGE" 
40 INPUT 1 ; AT 0,0 ; LINE A$ 
50 FORf = 1 TOLENAS 
60 LETA ^ CODEAS<F): 

LET A ^ A-(1ANDA32>: 

IF A = 64 THEN 

LET A = 90 
70 PRINT CHRS A;: NEXT F 

Ttie very popular Mountam^ of 
Kc?f has been causing a lot of 
trouble Darren Gray of York 
writes: 

I am stud* in the excellent 
adventure Mountstns of Ket I 
have with m© the magic wand, 
swofd. etc.. but cannot find a 
way to open Ihe skull mouth or 
to make a hole m the mir^i oon- 
dilloned wali\ I have mad 
"wave, wand' which just repliea 
magic gnomes trom the tup." 

Firstly. I would guess that 
entenr>g the akull is the end of 
the game, that Is, unless the 
story on the cover of Tempts of 
Vran is misleading. To create a 
hole In the wall try TBZ QPMP 

In the same game Mark 
Sirtm is unable id leave the vil- 
lage. Try TFMMJOH TPNF 
GVFM 

Greg DeHey asks How do 

you ge! (he magic sword. 

Well. Greg, fry TXJN MBLF 

UIFO OMBZ EJDF XJUI UIF 

PHSF 

A- Norton of Blackpoot is 
having diflici^ity progr^^ng 
beyond the paie caves or 
across the rtver in Faamsia 
Diamond. 

The river gave me problems for 
a long time too Tm afraid it can't 
be crossed from the soirth. To 
progress beyond the pixie 
caves you mus! go through the 
trapdoor in the south-easl 
cxirner of the caves. 

Ken Wisa from Wantage. 
Oxford is at an impasse m 
iBfuples of Vran Ken wntes: 

"femptes of Vran ~ ""I am 
having trouble in crossing the 




qui<iLsand. t thir^ I have to 
swing on some overfianging 
branches but cannot reach 
them, even with the sleplad- 
der. Thsf e is also a hole m the 
Wart's caverns about t3ft up 
the skie of a walL How do you 
reach this as the trampoline 
doesn't work and I can't get the 
stepiadder down the stairs. 
Finaliy, how do you cross the 
lava ffcw in the gorge?" 

Ah. quite a few questions 
here. Firstly, you can't cross 
tf>e quicksand until youVe 
been through the 1 3tl highhois 
in the Wart s Lair As for getting 
the stapladder down to the 
tower section - MFBWF UIF 
MBEEFS BCPWF UIF 
USBQE PPS then HP CFMPX 
BOE POFO USBQEPPS. To 
cross the lava flow you wA\ 
need UIF USBNOPMJOFarwl 
UIFTUFQMBEEFST, 

Stephen Ath^rton of Work- 
ington IS heid back by tfie 
seemingly immovable panel in 
Message from Andromeda I 
agree, this really is a tough 
one! Try QPJOU SPE BU 
QMBUF 

Simon Whiting from Col- 
chester is having trouble find- 
ing Drapnif. the second quest 
Odiect in Valf}ai}a. Fortunately 
the solution to this problem 
was sent in by S. Bufton OJ 
Harpenden who writes: 

Drapnir is m a strongly 
locked chest North of Despair 
To get It . go to the Pits and gihm 
Ofnir to someone else (I sug- 
gest Saga or Bddir), arid then 
go east and jump, to Hell Once 
there. SUMMON HEL I lind 
that the best way to summon a 
character is to do noOiing for 
about 1 ^/i minutes, then sum- 
mon them, Once Hel has 
amved. go north to Despair. 
Hel will usuatly fdkw you quite 
soon (ahtTOugh it is not staled, 
you need tier tielp to go north) 
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Onc^ you are in Heil. you will 
see the chest with Drapnir in^ 
You need sorr^eone strong to 
open it I find thai Odin is usu- 
ally the most helptui m this 
respect, ottierwise Thor/' 

Darren Gray of York writes: 
Jam stuck in Velnor's Lair at 
the shark pool i have seen the 
hidden passage but do not 
know wtiat to teed ttve sharks 
on -Where do you get this food 
Irom^ Also wt>ere ts the magic 
pool of healing'^ 

Actually Darren. I m afraid 
youve been misted The live 
food they would prefer is you! 
Instead of feeding yourself to 
the sharks you might try UTF 
USJEFOU. 

As for the magk: pool - 
FYBNJOF XBMII UISPVKI 
UtFOBSSPXOSBDL. 

In remonse to Hon Welis' 
request for t>e4p in opening the 
fK)rtcullis in Golden Battm, 
Jeitth^ Forster from Morden 
informs me it can! be opened. 
Instead try - V1SPX SPQF then 
DMJNC SPQF. 

Well, that s about all there is 
for this month The dawn is 
breaking and I must hide 
before me f prst rays of sunlight 
penetrate the curtams 

This month s C1 2 of software 
qoes 10 Jonaltian Houaden 
for his tips on Lords at M/d- 
night 



ON THE KEYBOARD 



As WB enier rhe run up period 
to Christmas more aixt more 
garner are in pf&paration for 
release Some of these are 
onbf compJeted just att^r we go 
to press on an »ssu© which 
means that their reviews seem 
to appear later than they 
thduld! In an attempt to over- 



ARCADE HORROR 

Covenlry-based P.S.S,, cur^ 
rently enjoying syccess with 
Frank N Sfem are releasing 
PoUergem al the end ol Sep- 
tember Play takes place m a 
hoi^e «X)ntaining frtteen 
rooms. aJI of which you muM 
visit m order to succesafylly 
oomptete your task. Each room 
contains the sort ot household 
HOfns you wooJd expect to find, 
and these must sEmpty be 
avoided to cross from ofie side 
lo the other So tar. so good - 
untonunately. as you start to 
walk, the harmless objects 
begin to move around - some 
simply float, ottiers chase yoy. 
P S.S have provided you wrth 
one defence which is a can of 
Holy Water If i1 runs out - and it 
will - then you must find 
another can quickly 

Your task is to corrfront !h© 
poltergei^i that is caus^g all 
this disturt>ance in your house, 
and to do that you will need to 
And several obteds, the eort of 
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come this situation and to keep 
you informed of latest 
developments we shall be 
reporting on games whidi are 
up and coming, those we have 
seeit but cannot yet review 
because they are ina>mf>lete. 
in other worcfe - games or\ the 
keyboard 



but with a fully 3D display As a 
third entrant into their chamber 
ol arcade horrors* £3^ Acul& is 
planned. There are afso plans 
afoot (on a somewhat healthief 
notel to convert Hyp&r Biker to 
^e Spectrum. For BMX fans 
ttiis g^ime provides SiK track 
events with features like table 
tops, whoop de doos, ramps, 
speed bumps, ditches arxl 
drop offs Bike control of ped- 
ais. handlebars and brakes 
allows the player to do most 
BMX athletic stunts like Fronl 
hops, qwed iyrr^, wheeltes 
and endos. No date on that yet . 




thing every ghost buster uses 
Hke a rope, two tennis balls, a 
pen and a camera [if yDu don i 
KTKTW what they re used for, 
ask Stephen Spellberg)! in the 
firwl confrontation, the pol- 
tergeist wiil need at least a 
quarter of a can of Holy Water 
to ejctinguiSh it 

Gary Mays of PS.S. 
dmalbes the game as betr^ a 
bit sMiar in feet to Atic Atac, 

90 CRASH October 19B4 



SWORDS AND 
SORCERY 

Peftiaps tt>e most ambitious 
project P-S.S. have yet under- 
taken is the soon to be 
released Swords and Sorcery 
- a D&D graphical adventure 
which lises a system they have 
d€!ve(oi>9d called MIDAS f Mutii 
Dimensional Animation Sys- 
tem^. It's ambitious in scope, 
but also in the problems of 
marketing itn because Swords 
and Sorc&ry is like no other 
adventure and hard to 
descnbe The game is 
epctrerr^ly fleuble and you' in 
the game cam realh^ be YOU. 
because you build your 
charactar as you go atong So. 
althougli there Is a built In plot 
klea to the game, the way it's 



played is entirely up to the 
player or players. 

You can guide your cJiarac- 
ter through simply unending 
corridors Ot the underworld On 
a quMt for material, physical 
and/or spiritual power - the 
choice is yours You could 
become a good person, you 
might prefer to be evil you can 
choose to be honest or deceit- 
ful " it wont matter because 
wtiatever you t»ecorT>e in play; 
the computer characters will 
react appropriately . 

The MIDAS System has 
beerk developed to allow play^ 
era to build their own adven- 
tures - but this IS nor a utility - 
not at all - it's a fully interadrve 
adventure language. The 
result is graphic 3D animation 
vrtilch simulates video disk 
games, artiftcial ^ntelligefice, a 
data compression technique 
which atlows enormous voc- 
abularies and scenarios, real 
time intefactive confticts allow* 
ing you to talk to your oppo^ 
ne^ts, attack, flee them or 
even confuse them. In the 
main a joystick is used for 
movement and combat 
Ihrough a menu^ although the 
keyboard <^n be used as in 
any ordinary adventure for 



communicatincj if time penn^rts. 
Ofi top ol that. MIDAS will allow 
you to save your character so it 
can be transferred to future 
adventures, new opponents 
and scenarios. P. S.S. have a 
planned series of expansions 
modules for Swords and Sor- 
cery 

Perhaps the rnost astonish- 
ir>g single feature is that The 
player can educate the compu- 
ter dunng play. Should you 
type in a command arxt receive 
that all too familiar. I DO NOT 
UNDERSTAND MURDER; 
via a screen prompt you will be 
Offered the ctiance to deflifte 
\hQ word MLJRDER. 

arxj from Ihefi onthevoe- 
abulary will ur>derstand the 
word - only in the way you 
have defined it of course! So it 
will pay to know the precise 
meaning at the words yoy may 
be using! 

The bask: qurat behind 
Swords and SorcBry is to 
locate the various pieces of the 
lost arnxHjr of Zob. which was 
un-made by its maker But 
there bib quests within questSp 
many red hemngs and many 
routes to success The map 
seen on screen represents om 
quarter of a level and there are 



three Itvals. Thjf seenario 
should keep the player going 
for some time but you will also 
be able to add the expansioii 
modutes The flrsi is a two 
ptayer game using two Spec- 
Irmm networked via the irtter- 
tao0 1 Th6 best way lo play 
this, appafentiy. is for the two 
players to face each other, 
their screens back to t>ack so 
la speak, so that they are each 
seeing a screen vtew which 
would cofresporid to the one 
they would see in real !if© The 
se<%«id modyle is called The 
VitiAge anti indudes an orade 
who will answer questions, a 
trading post where you can 



barter things you have ool- 
lei^Bd for other items you 
need, an armoumr where you 
can buy weapons, a healer 
who removes curses and heats 
wounds, and a house in which 
you rnay leave things. 

Modules 3 to 6 are four pac- 
kages designed to give the 
atftfarnced pJayer more chat- 
lenging dungeons, quests and 
opporients. 

Well be reviewing Swords 
mnd Sofoery and PolwrgBiSf 
next issue. Poltergeist is 
ES.95. Siwfds and Sorcery ts 
E9 95, The expansion rnoduies 
ar€ e^cpecied to be around tt^ 
E3 to e4 mark. 
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TRASMMAN TWO 

New Genention the company 
1h«t deaned up wkth TRASH- 
MAN has released its sequel 
fmvefe Wfth Trashman me 
new game repeats the tormula 
of high difficulty combined wfth 
humour and strong graphics. 
That, too wilt be reviewed next 
month. 



ADVENTURE 

FROM 

MICROMEGA 

If you think of adventures then 
the mfm Micromega cfoesn't 
immediately sprtng to mind, 
their having concentrated 
much more on arcade type 
games. AM thai changes. \wh- 
ever, with KenW/a , a new text- 
graphics adventure from the 
pan ol none other than Derek 
Bf«wiMr. Qentf^ KmtitiB 
reviewed has posed some- 
thing of a pfobiem as it would 
otiviously be unethical ro have 
OefBh review his own game (n 
the Adveniure Traill ft's upset 
him to thtnk that he must rely 
on the CRASH reviewer team 
to do the job for him! Kmibtta 
Qu^i to have appeamsd ttS a 
review in this issue, but as the 
preview copy afrtved within ihe 
last ten days of the writing 
i^iodide it has proved difficult 
to do It juatfce. and it must now 
wait unfit next rrK>nth 

For those wfxs have played 
Derek's earlier Vetnors Lair 



(Quidcailva). some of Ihe 
names and situations may be 
familiar Once upon a time 
Grako had grand deaignv to 
turn Car aland into a peffect 
playgroijnd of hate, torture, 
walking dead and eternal 
darkne^ - arid he almost suc- 
oeeded. But he wa^ too far 
from his place of power and 
was unable to mainlain his 
demonic inflLienc;e. Grako was 
finally detealed by the great 
warhor Astifca and was 
retunned in shame lo the fires 
of the abyss 

Some lime later the evil sor- 
cerer Velnor. long since van- 
quished for tf>9 black arts he 
practiced (see Vetnors Latrll 
was planning revenge Hidden 
in ttie tabyrinth beneath Mount 
Elk. Velnor had found ihe 
Tomes of Grako, The power of 
eteqna* life and sovereignty 



over all he hated was in tiis 
hands. Unlike Grako. Velnor 
was born of ttie earth not the 
ahys^ and so oouW become a 
true demon. 

Unfortunately this was all 
part of Grako s ptan The spells 
were flawed, and dunng the 
melamorphosis Velnor s pow- 
ers were weakened and when 
he was attacked by the wizard 
Tylon. Velnor was stain and his 
soul dragged through the void 
to tf>e flames o! the abyss. For 
a few moments a pathway was 
opened and Grako made good 
his escape to breathe hate 
on<^ more on tfie free plains of 
Caraland So starts Kerifftta- 
KefTfiMa is the name of a mighty 
sword which pops up pretty 
mudi at the start as you are 
plunged into the depths of the 
stofy. 

Kenfffte is an interactive adven- 
ture ^n which you can talk to 
many of thecharaders, getting 
them to heip if they are so 
inctinad. and thegame sports a 
number of features that Derek 
has been promoting in the 
Advantufe Trail basis of any 
lood modern adventure Pre- 



mmary reviewer reports sua- 
pest that KentiHa will be riMJCn 
1^ demand, arKl Ihe Derek has 
little to worry about! 
KentiHa is availabte now for the 
4eK Spectnjm. priced E6.9S 



STARBURST NEXT 
MONTH! 

The exciting n^w Dsmpany 
Realtime, who gave us Tar^k 
o/v©/. have been hard at vrark in 
Leeds on their latest 3D game. 
Oddly ermugh the lads have 
been working along very simt- 
tar lines to the Design Design 
programmer Sjirwon Brallit 
(see next piecel) but whereas 
Simon has gone out of his way 
to show just how astonishingly 
fast line graphics on the Spec- 
trum can be done, Reattime 
have concentrated more on 




moving larger obtects m 3D. 
The new game is due out 
Shortly after this issue hits the 
streets and is called STAfi' 
BUftST (at least, rt is at the 
moment), In etfe<S it is aJi 
e^ctraofdinary version of the top 
arcade original Star Wars and 
features the three main 
screens. On ttii flrat you must 
fight tour (ypes of' alien shipa 
which hurtle towards you. ttie 
seoxidi screen takes place on 
the Battle Planet' with large 
towers looming. Realtime 
expect to depart from the ongi* 
nal fvere, improving the screen 
by also having lie Ifghiem 
attacking you The third screen 
is the dive into the trench, 
avoiding the side walis. cross 
stanchions and plasma boHs 
hurled at you from the guns on 
the s^de It looks very authen^ 
tic! Starbufsi also improves on 
the original by havir^ a fourth 
finale screen Instead of drop- 
ping your missle into the reac- 
tor tynnel entrance, you will 
actually have to fly down into 
the reactor chamber and des- 
troy Ihe two reactor pods^ 
Depending on flnalisation and 
memory. Realtime are hoping 
to indude a sequence where, rf 
you succeed in knocking out 
the reactor, you a/e flung into 
space, turn around to see the 
receeding olanet, and then il 
blows up. Screer^ are linked 
with sequences of simulated 
Qomputef tacticals vitfiich lead 
yoti into Ihe ne^d section. 



DARK STAR 

SIfloe our interview wrth 
OMign Design and the report 
on thiif n^w game Dark Star, 
the program has undergone 
same radical aJterations prior 
lo Its release. The b^ggeai 
change is Ihe speed - H now 
has to be ttie fastest graphiod 
game on Ifm Spectaim It also 
has the m^t e^tensiv© front 
end ever designed tof ANY 
gam© on ANY machine - it s so 
user -definable that the player 
can do almost anything witn it - 
ejteept win the gamef Author 
Sf mon Bratell on a recent visit 
to the CRASH offices sakJ to 
us, wrth the rnodest charm that 
characterises him. ihat he 
toists on a ratir^ of 100% for 
LteeofCompufef The problem 
with that is how do we rate hie 
Use of Computer on the neirt 
garne when he has expanded 
the front efxi yet again? The 
full re view wilt be in rmxt 
month's issye, as vw re a day 
or so away from t^ng able to 
review the finished product, 
but there seems little dotibl 
that It will be a rave. 
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WHO- 
DUNNIT? 



Producer: C. C, S. 
Memory required: 4&K 
Retail price E2,99 
Larkguage: BASIC 
Auttiof : G. L. Griflin 

kWiodunnrf? requires no dues 
to guess what Ihe game rs 
about ( You Kave to lead the 
Investigation into the brutal 
murder of Professof Car- 
panter. Ihe famous Oxbridge 
scientist . who was murdered in 
Oxbridge at mid-dav There 
are six suspects with names 
whosa Jnilials cortvenienily fail 
OutasAA, B&. CC. DO, EE and 
FF, eacii of a dinerent profes- 
skm All the suspects were 
seen and questioned in sepa- 
rate tcswns at varying distance 
from Qxbndge and at different 
times of it>e day. You must 
vvQfk out who has ar>d who 
hasn't got an atibr All you know 
Is one of the two murder 
weapons and or>e o1 the two ! 
missing valuable objects. To 
make a successful accusation 
you must gel several facts cor- 
rect, the murderef s name, his 
profession and the identity of 
the second murder weapon 
and flWt 0( the second missing 
vafciMileob^ 

Whoduf^mf^ may be played 
by betweefi one and four piay< 
ors^ Al ttre start a two- screen 
fO^ i^ provided which may be 
copied down on paper or 
printed out if a phnlef m 
attached To play successftrtty 
\hm form should be used The 
game takes the form of single 
questions and answered facts 
To start you off a lew random 
tacts are given about the sus- 
pects, which Ihe players till in 
on Ihetr forms Thus one might 
djscovar. tot instance, that uC 
Is a clergyman and the clergy- | 
man IS bow-legged Gradually, 
a picture of each suspect can 
be built up 

Ray continues along ttie 
lines of asking each player 3 
quiz question which generally 
take the form of simple tntellig- 
^no& tMt questions If the 
question is answered cor- 
rectty, the player may ask a 
fact of one of the suspects 
EHigit)^e questions include the 
ftrst and seoond weapon foy nd 
on him^ the first and seoond 
valuable object, town where he 
was seen, time of alibi, his fas^ 
teal means of fransport, a per* 
aonal fad about him Under the 
haading of personal tact come 
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several important items wh\dt% 
may heip identify his pfOtas* 
sbn, means of transport ar^i 
its speed. After this the player 
is alfowed to make an accusa- 
lion if desired Between each 
player s turn there is a free fact 
given out about one of the sus- 
pects or tha diManc^ of a town 
from O^bhdge Thus, if FF 
lives in Nether Denton whidi is 
1 20 mUes from the scene of the 
crime, was seen at 5 pm and 
owns a bicycle with a speed of 
1 mph. obviously he couldnt 
have committed tfie crime. 
If you want a qu^:;ker game, the 
quiz questions may be ommrt- 
ted 

CRfllClSM 

• This IS a fairiy simple ver- 
sion of this type of game, but 
diftcull enough to be intruig- 
ing It fs possible the only one 
of rts type for the Spectrum, so 
its got a certain amount of 
appeal value/ 

• An 0&f1y irritQtion i$ the 
need to put CAPS LOCK 



WHODUNNIT? 




oaSthBt Bhautdat be neces- 
sajry. even in a BASfC prog- 
ram. BBiftg trt BASIC also 
rrmans ihai yotj Aeep having to 
press ENTER instead of ftev- 
ing thB pfogrsm r^ad your key 
press difm:tty, whfch do&s g&t 
anrioying when you am ptay- 
ing for a while. Apart from 
th&Be quibbf&s, and consider- 
ing its pnce. Whodunnit? is 
Quite amusing and mvofvmg to 



pfay. Its riot going to app&at to 
a for of con^putar gamers, I 
would mmk, but it's rathe/ a 
good tamHy game, especiatly 
wti&fB there ara younger chih 
dran involved, Cartainly a 
group activity anyway. ' 

• 'This w0ff<;s on the prind* 
pie of shaking up a few random 
facts and shuttling them 
among the suspects, so m 
principle each game is differ- 
ent For one or two goes it 
manages to be fairty pla yabta» 
but the appeal soon fades 
since it is only a question o4 
constant eiiminalion of the 
facts The intelligence test 
questions also lose their value 
after you've seen Ihe same 
idea repeated a few times/ 

COMMENTS 

Control keys: general inputs 

Keyboard ptay: reasonably 

fast 

Use of colour; very limited 

Graphics: text only 

Sound: entry t»eeps etc. 

SkHi tevets: 1 

FaatiirM; 1 -4 ptayers 

QMMral iMlng: may be good 

for young f am Ties, otherwise 

average. 

Use of computer 

Graphics 

Ptayabtllty 

Getting started 

Addictive qualities 

Value for money 

Overall 53% 



ASTRONOMER 



Producer: C. P. Software 

Memory required 48 K 
Retail price: £9,95 
Language: machine code 
Author: Paul Marsfiall (PI 
Software) 

A word of warning first: a 
revtew of Asifo^omef cannot 
t>e quite like a games review in 
itie usual CRASH sense, for 
Astronomef is not a game in 
any way. ft could bs called a 
simulation, perhaps a practical 
utility, even educational - bor- 
ing It (^ftfflniy isn t For th^a 
interested in the ni9ht sky it 
shoufd prove fascinatEng. and 
for those amateur astronomers 
With smaller telesci^TpeSi an 
interest iri computing and 
owners of a Spectrum it should 
prove invaluatrie. For anyofli 
thinking of buying a telescope I 




wouid recommend spending 
the asking price 0I this prog- 
ram first and getting to know 
your subjed thoroughly. 

The best way of examining 
the program is to look at Mn 
options provided and the v^y 
In which they work. A detailed 



instruction booklet is provided 
with Mtronomer, which runs 
throL^h the routines and pro- 
vides information about the 
stars and heavenly bodies as 
they relate to the program. 

«5n loading jpou are pre- 
sented wilti a main menu of she 




opfions. The first is CHANG- 
ING TIME Ofi LC^CATION. 
Vw program has already cah 
cuiaidd everythEng as il was at 
23.00 GMT on ihe Isl o1 Janu- 
aiy 1984 ih London (longitud* 
O^DO and latitude *5\ HG' 
fl"). In this option, try entering 
th^ year, month, day and time 
in houre. minul^ and sec- 
onds, followed by the desired 
longilude ar>d latKude. you oan 
mmcx any place and any time 
trom which to view the sky 
Once Ihasa details are 
selected, Ihe rest of the options 
wlH calculate everything 
accordingly until option 1 45 
altered 

Options 2 and 3 are to CAL- 
CULATE POSITIONS OF THE 
PLANETS. SUN AND MOON, 
and to CALCULATE POSI- 
TIONS OF MINOR BODIES 
OF THE SOLAR SYSTEM. 
The two options work identi- 
cally. Pressing 2 wfill tiKe you 
to a secondary menu wth 
numt>ered options trom 1 to 
(SUN out to PLUTO). X retyms 
to the main menu Option 3 
also otters a se<x)ndary menu 
with the asteroids Ceres. Pal- 
las, JufK] and Vesta, and Ihe 
Qomets Haltey s and Encke's. 
After you have selected the 
body in which you are 
mtefested and presed the 
appmphate key a tertiary 
option IS provided which a^s 
how you would like the intor- 
matjon presented. You may 





tabyiate values on the screen 
{or the printer if you have one 
attached), or select a single 
vaiue only, Choice 3 will calcu- 
late the positron m the sky 
usirig the time and place 
selected in option 1 , whilst the 
first and second options allow 
you to calculate positions over 
a range of time from a staning 
date to be entered, at intervals 
in days. The numbef of entnes 
required is the last item, and 



Tin ncQiidanr orE^chi mtnu i^jr le letting fOur ilpl ttf v4tv. 



then the program witf calcylate | 
them and present them as a 
table 

Additionally, option 2 will 
give information on the dis- 
tance in astronomical units of a 
body from the Eartti, and it 
stMMVS the phases of the rnoon 
OTY the selected time and ptew 
in option 1 , 

Option 4 IS the NIGHT SKY 
VIEWS. This section draws the 
Stars whi(^ are aJx^e the t>ori- 
zon for the time and place 
selected in option 1 A note of 
warning here! It takes about 
eleven minutes to calcuJate the 
arithmetic for the 1090 stars 
Included To save time they 
have already been calcutated 
for the time and position given 
at the end of loading, and to 
Stan using ttiie program 
immediately to get to know it, 
yoiJ Mould be sensible to teave 
the details m option i as they 
are. Selecting this option takes 
you to a secondary rnenu, pre- 
sented as two oonceniiic cir- 
cles, the outer nng bioing 
divided into four segments. 
Nftrih, South, East and West 
The centre cirde Is ttie view 
directly overtYead wrth an 
altitude of more than 60 \ 
These are numt)ered 1 to 5. 
The segmeni views take 30 
^►conds to draw and the cen- 
tral view takes 2 minutes. iM't 
take an example ot how ttife te 
used (taken from the instruc- 
tion book in fact) Select 2 
(EAST). Immediately a grid 
appears on screen showing 
the altitude on the left and the 
azimuth below. In this case 
between o and eo vertically 
and i»tween NE to SE hori- 
zontally. All the stars visible in 
the segment then appear m 
three ranges of brightness. 
Here we can see the constelia 
tions Of ion a nd Gem i n i Ty ptrtg 
in OR ( or GEM will result m the 
consteliation being indcated 
by pined lines To rub' it out, 
just retype the abtKevtation. 
Equaify, as bng as a single 
value calculation on a 
heavenly tK>dy has been made 
in options 2 or 3. these can also 
be indicated by a flashing cur- 
sor if they are visible, Saturn is 
visible in the North &fi6 is 
drawn by typing SAT. If the 



position hasn't been calculated 
the coniputer will fell you Typ- 
ing MAP will take you back to 
the secondary optfon to select 
another segment of the sky. 
EXI takes you (o the mam 
mentf- 

Option S is THE STAR 
ATLAS and is designed to give 
you a ctosef took at selected 
regions of the sky, in 362 over- 
lapping star charts You are 
presented with a grid rangirig 
from M through l> to ^W 
venically (this is called 
OECLl^[AT!ON). and from 24h 
to Oh horizontally (this is called 



animafion can be sla/led from 
a selected date and seen at 
Bfttervals (in days] to be 
selected Another option here 
IS RISING a. SETTING TIMES. 
This will cak^ulate the times ot 
rising and setting of any object 
as seen from tt>e time artd 
place selected in option 1 . 



IN USE 

Asfronomef is a usw-*rior«iy 
program which appe>ari to 
nave very good error trapping. 
One note of warning; it is poss- 
ible to lock the program jnto an 
endless kK)p if you are unwary 
enough to enter a value of in 
response to the request for an 
interval period in cak:ulating 
tabulations. Program 

responses afQ reeson ably fast 
consideftng ihe amount of cal- 
culations involved, although if 
you want to alter the given starl 
date, remember thai sta/ 
charts will take eleven minutes 
to recalculate. 
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the RIGHT ASCENSION of 
RA) Using the cursor keys a 
flashing cursor block mey be 
moved about to seleci the reg- 
ion desired. By pressing 
ENTER the grid will appeiar 
and the stars are drawn in. As 
in opnon 4, you can type in 
three- letter abbreviations of 
Donstellatjons or pre- 
calculated heavenly t)Odi^ if 
they ar& present in the area 
On this scaie a constellation 
may spread across more than 
one sector A chart is shown in 
the accompany tr>p bookiet with 
the relative positions of the 
constellations so that you can 
find them easily enough. 

Option 6. OTHER 

ROUTINES offers animated 
diagrams oi the solar system. 
Vou can see the inner planets 
(Sun to Mars) or the outef 
planets (Jupiter to Pluto}. The 



Astix>nom0r Should prove 
intefestrrig to anyone who 
enioys star gazing with or with* 
out a telescope One lascma- 
tiOi^ is the ease o1 calculating 
the nxNsn s phases on any day 
in any year, arid on this fevef, 
the program also has a use lor 
those interested in the more 
arcane science of astrology. 
For tt>e tel^cope astronomer 
the program gives sidereal 
values, useful In long term 
tracking (and again, uselu^ for 
asfrologers). Ttie accompany- 
ing booklet is detailed and use- 
fufboth for the program and the 
subject in general. As fronomef 
is not expected to replace the 
stars, but act as an enoour- 
agemeni for lookir^ at the real 
thing Aa such tt seems very 
good value for its pnce. 

ROGER KEAN 
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EIGHTS 



EIGHTS 

Producer: Atrflntlg 

Software 

Memory required: 48K 

Retail price: El .M 

Language: machine code 

Exciling Intell^ni Game hard 
To Stop playing {oncB ycHi've 
SiartMl) - says the loac^ing 
screen That isn't th© reason, 
however, for calling ttiis 
reasonably wall Known card 
gamo Eights The game is for 
one player agarnst ih# compu- 
ter. Ffom the standard 52 card 
padt, tine computer deals the 
glayir and rtseit sev&n cards 
ma ptayef may dedde 
whether t go first or seoorKJ. 
Your seven cards are shown 
1ac# Lrp\ the suits in a vertio&l 
row and the danominatiofrs 
ranged to the right of them 



n0Kf lum. Th© game ends 
when one player has got rfd of 
all his cards. The winners 
score ts determined by the 
adctod values of the cards held 
In IhB opponent's hand A 
series of ganies are ptayed 
until one player reaches a total 
of too points, when the scores 
are displayed lor each. 

The screen layoLrl shows Ihe 
score lines and information 
box at the top This shows the 
game number, skill level being 
played I there a/e 5), scoria 
and entry boK showing what is 
being played to the discard 
pile In the playing area the 
discard pack is shown with the 
laat card played visible, next to 
it is the pick-up deck Above 
are the btank badks of the 
compirters harsd, so you cart 
see how many cards it holds, 
and below are your cards hekJ 
in the hai>d. Entries are made 
by keypress, uauaJty a dual 
er^try such as '6C' for six of 
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The remaining cards from 
Vhe dealer pack remain on the 
igtM as a pick up pack The 
object of the gam© is for the 
first player to iay down a card 
on the discard poe The secorid 
player must then lay down a 
card of either tt>e same suit or 
the same derximination as the 
first player s card. II is then the 
tum ol Ihe first player to lay 
down a se<x>nd card - and so 
on. If a playei has no suttabte 
card he must pick up from the 
deck, and continue to dg so 
imiil a useable cand is col- 
tected Any card with a 
denomination of eight is 'wild' 
An eight can always be played, 
and then the player may 
specify the suit which his 
0(»onent must play next. 

The game continues in this 
fa^hkHi until the deck is 
finished, with the last cards 
incie^ted by a r^umber telling 
yoy how many are left It you 
canriot go after the deck is 
finished, you may pass a go 
and hope to be able to folkw 
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dubs 

The inlay has a note on the 
computer cheating, pointing 
out that the game would be 
unplayable if rt dkJ - so it 
doesn'tl 

CRITICISM 

• Eights has a somewhat 
uiMnterasting inlay cover. 
whk:li is a pity because it holds 
F>o hint of how irrteresting the 
game actually rs In fact I would 
go as far 35 to say thai ihis kS 
the most interesting card game 
implementation I have yet 
seen for the computer. A lot of 
this has to do with tfie fad that 
the game itself is an interestirig 
soto type game, but it also 
reflects the way the program 
has bB0r\ done Everything 
moves quite fast and the 
graphics are clear and easy to 
understand. I would say that 
Eights m a worthwhrte addifion 
to any collectKin. to while away 
some of those empty moments 
with a harKJ of cards, and it 



doe^'t cost that rrnjch more 
than a good decA anyway/ 

• Card Bfid board games 
have beef} tied on ffte compu- 
te many times, but often seem 
to fail because /n the end it is 
much easier to drag the rBal 
gBme out and piay it rather 
than play it on the computBr 
But Bghte seems to have 
overcome that probt^m The 
screen iayoui fs excetiertt - 
c/eer and to the point, the play- 
iag cards are weil drawn, and 
deciBicnB are made Quickly. 
The card game iUeit is very 
piayabtB, and overSt great 
value for morwy/ 

• This is one of the fastest 
simulated card games for the 
compuief Ive seen. Some of 
the earlier Pontoon type 
games suffered from not hav- 
ing all the proper features of 
the game, but Eigh^ weim 
oDmplele arvd the cornputer 
plays a mnean game even on 
level one. Card simulations are 
perhaps not the most vital of 
computer games, but this Is a 
good one and at onty £2 seems 
well worth buyir^.' 

COMMENTS 

Control keys: defK>mi rations 

use numef IC1S to 9 then 

T.J.O.K and A. Oth^ keys are 

tor the suits, C,S.H,D and D is 

also used to draw with X to 

pass 

Um of colour: can t really go 

wrong but very nksety used 

Graphics: ^mrp, clear, well 

designed 

Sound : not much, just 

warning beeps 

SJiJH levels: 5 

Generai rating: an excel lent 

card implemeniariiDn, b^ing an 

interesting one-pJayer game 

with the oomputef antd good 

value fof rrioney. 

Use of c t>m puter 75% 

Graphics 72% 

Playabiiity 68% 

Getting started 73% 

Addictive qualities 70% 

Value for money 80% 

Overall 73% 



RIFLE 
RANGE 



Producer: Masteronic 
Memory required: 16K 
Retail price: £1.99 
Languafge: machine code 
Author: Andrew & Ptier 
Foord 

Ttie aim of the game (as the 
inlays says) is to have a good 
aim in life and shoot all the 
animals to dear the screen. 
Each animal scores a point 
and there are three rows of 32 
animals each. Bonus points 
may be gained by shooting the 
prizes at the top ol the screen 
unlMS ttift ataU liolder is pres- 
ent In wtiteh »st tf^ bonus will 
be negative. Completing, a 
screen will award 20 pdnto 
and leads \m player to the 
bonys screen where you must 
shoot as many roller coaster 
cars as possible to gain exlra 
tmtlets on Vm next screen On 
ttie main scroen the shot squir- 
rels wilt begin to reappear i1 
you take too lofig. Shooting the 
stall holder is catled murder 
and wiil lead to your arrest and 
the end of the game 

Masteronics Rifle Range is 
r^ot Qurte m timpie as it 
BOuncxB. Tfieprogiam was writ- 
ten by the people from Mr. Chip 
Software p better kfKwn, 
perhaps, lor their Commodore 
software Loading tfie game 
reveals some further sophisti- 
cations than are apparent in 
Ihe instructions The prizeSi 
various animals and wrapped 
bmeSp 3il in a row above a blue 
aMp which must be shot away 
before the pnzes can be hrt. 
AWK)ugh the strip may be 
dNppftd away while it Isn 1 mov* 
ing. the prices can only be hit 
while It ts movirig (BDd the stall 
holder is away f which it dose 
perkxlicaJly H string a prbe 
when it is moving will result m 
bonus score and/or bullets , but 
a negative bom^ i( it a statio- 
fmry. 




^ 




Tbi um bfiidtf Is n ttt 



top Ml at icmfl - ttmnifw Mfft it cftUM 'ffHirtfTf' . 



CRmasM 

• I found that this ganve h^ a 
good drtficutty lev®!- orie that 
will make you want to play rt 
again acKl carry on. The game 
rteelf is fairly unusual and quite 
playabla. Graphics are large 
and move smoothly, rhey are 
also cdoyrful and have the 
added bonus of beir^g detailed 
One ot the better games frofn 
mastertronic s range. Good 
value lor Vtm price. t>ut it 
doesnl oompare with mora 
expeftsJve packages. I noted 
thai the man at the top hardly 
aver disappeared, making the 
gamenrKxetriclcy/ 

• RrBe Rang© has a curoiusfY 
relaxing p^c& to it despjte all 
Ifta shoolffig. tl fook$ ^imp/e at 
Hfsl indeed it is. but it j^o t 
easy to got rid of Bit the ani- 
mate. e^peciaily when the 
SQuirreb start multifilymg off 
$Cfe0r\ Bnd youm wafting tor 
one mom duck which you 
know is going to reeppe^ my 
sBcond HBfdtY e great game, 
but cartainiy at atMut £2 prob- 
Bbty worth it, 

• The overall finish o( Rifle 
Range is very good, with much 
more polish than many a 
program at three times the 
price The game itgelf te very 
s^m^ple. but oddty compefling 
for all thai I haven t thought all 
Ihat much of Ma&reriror>ic s El 
Cheapo range, but this one is 




¥irt5ilh the asking price, beahntj 
in mirKi that it isn t a mapr 
game in any servse of Ihe word 
Fynforabitjhough/ 

COMMENTS 

Control keys: 6/7 led^right & 

fOffire 

Joystfek; none, btrt actual^ a 

ZX 2 will worK with it 

KeybMird pFay: good. 

responsive 

Use of colour: good 

Graphics: smo^. detailed. 

above averaga 

Soynd: good tunes, otherwise 

poor 

Skill levels: 3 -150 bullet. 

\ 50 bullets w+th acoins, 1 00 

bullerts with acorris 

Lives: 1 

Screen!!? 

Gerieral rating: good value 

for money, average game. 




Use of computer 

Graphics 
playability 
Getting started 
Addictive qualities 
Value for money 
Overall 



62% 
52% 
63% 
68% 
58% 
69% 
64% 



GIANT'S 
REVENGE 

Producer: Thor 
Memory required: 4flK 
Retail price: ES.95 
Language: machine code 
Author: Chris Kerry 

Gmnt's Revenge is a follow up 
program to Tnor's Jack md 
the Beanstalk, Like Jet Set 
Wftiy H comes with a colour 
code anti-oopying protectioo 
device- UnfortunateJy. and 
unlike. ia/ Set Wiify. this card is 
so badly pninted thai i1 is ha/d 
to distinguish some o1 the od- 
ours except under ideal light- 
ing conditiofts The paJe blue 
(cyan) and green are almost 
identicei and hard (o deaphef 
unless either side by side or 
■Mfl in bright light Also, unlike 
iJtf Set mUy, you are only 
aOowed or>e go at a cofreci 
entry whidi seems pointle&sly 
nnean and silly when one is 
taJking about a four lo five 
minute loadir^g lime. This 







makes geftJiig started a Nttte 
frought On the other hand, you 
am iTMtod to a very fast run 
Ihraugh of eU the saeens you 
are about 10 lachte, which is 
colourful and useful 

The scenario goes that Jack 
is t>ored after hi^ defeat of the 
giani until one morning t>a 
notices a hG^e in the ground left 
by the giant's fall Entering, 
Jaqk discxivers that the giam 
isnl dead H all. bui ha^ built a 
complOT of caverns under the 
ground where he now lives. 
Giants everywhere have this 
odd habit of accumulating 
treasures, and Jack must go 
ar>d ooliect tfiem. imiudir^ the 



*4 
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ElteirofLife. 

Gianr's Revenge lakes the 
same graphics arid aamg idea 
as Jeok and the Beenstatk, 
iMhera you mus! walk Jack 
wouTKf seven screens, hnding 
ttie oorrect route arvd coliedlng 
the om obiect on each screen 
before be«r>g able to gel onto 
Ihe nexl The prir>cip1© differ- 
Ofic© here, ts thai there is rK) 
fire to halt the vahous meanies 
foyrxJ on each screen. The 
screens start off outside Jack's 
houw and descend sna a lad- 
cler Into the first of the caverns; 
this is followed by a long cave 
^vrth stalactites, then some 
planks ovef a pool, a large 
fOOAfi. some stairs down to 1J^ 
oeHir, tie foot of the giani*s 
bed and Inally to the giant 
himself at the bottom ch the 
beanstalk roots 



are pretty mu<^ identicat. On 
the other hand, as a fo1k)w up 
it s disappointing that nothing 
new has been done. I found It 
more frustrating than addic- 
tive. 

• 'Gte/7fs Revenge is as Hani 
as ttm previous Thor game 
bBceuSB the aflow0d fOute it 
very nafrow But its tun to play 
aritf makes you want otgoan. 
foftunatefy (he nasfres att fof- 
low ffie same pattern each 
tima, so it b^com^B easter to 
wofk out how to avoid them. 
The Sevan screens are very 
cofourtul and attractive, which 
helps rriake tha ^ame ptay- 
abie^ Addictive tf you can 
stand the pace' 

m The graphics are certainly 
lovely to looik at. but I don t 




CRITICISM 

• The less said about the col- 
our cods proteciion the better 
At least ttie inlay tor this game 
elates quite boldly that you 
cannot get off a screen without 
en object, so you shouldn t 
wacste ttrr^ with thai one 
Tfiroughout. the graphics are 
very oolourful and well drawn, 
8u1 like J & TBS the way you 
are killed off for getting near to 
the edipe of the screen is not 
re^ a game element - it just 
makes the game less interest- 
ir\g 1o play because tt s so 
damned imtating It you liked J 
A TBS then you re bound to 
Ifce Qfants Revenge, as they 
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think ihay work aJI that well in 
tfiegame It's hard to work out 
why you get killed by touching 
a morislef t)ecatise sometimes 
you don 1 and sometimes you 
do. You can walk Jack right 
through a collectabie obied 
and fail to get it. and the sort ol 
3D drawing makes the game 
as confusing to play, or as 
imprecise to pJay . as Jstck ^nd 
the Beanstalk was. The real 
element of playability is findirig 
the right route through each 
screen, and this ados some 
addiciivity to it, but seven 
screens doni seem very much 
these days, even with varied 
g raphics a nd I th i n k th a 1 1 o wer s 
its value for rrK>r>ey somewhat. 




COMMENTS 

Control keys: well laid out, 
QW left Tight. Q K up^down. P 
to jump 

Joyatick: Kempston - 
annoying its not mentioned 0*^ 
tt>e inlay though 
Keyboard play: responsive 
Use of colour: very good. 
with a few attribute problems 
Graph tea: very good 
Sound: continuous tune and 
effects, a bft slower with 
rnk^rospeech 
Skill levels: 1 
Llvee:4 



Screens:? 

Fe«ture«:Currah 

Micro -speech compatityte and 

voice etfeds 

Geneml rating : a great 

looking game that somehow 

lades real playablfity. 



Use of computer 


70% 


Graphics 


70% 


Playability 


fW% 


Getting started 


5fi% 


Addictive qualities 


61% 


Vaiue for money 


f>3% 


Overall 


64% 
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48K ZX SPECTRUM 



Tir Na Nog - the land of youtu, the other worfd. 

lit Na N6g-the kingdom of the stdhe. the home of dagda's cauldron. 

fir Na Nbg-a vast and compleN adventure, in a magical celtic landscape. 

Tir Na Nog ~a most stunning visual eMperience, with state-of-the-art film 
animation. 

Tir Na Nog -a true computer movie. 
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VOTE FOR THE BEST 
GAMES OF THE YEAR! 



It is a well established tradition for the press to award accolades 

for the best this that or other of the year and we thought, 'Why 

shoutd CRASH readers get left out of the fun?' 

So here's your chance to tell the software business what you 
\ think of their games I Your voice will reach collectively out of 
these pages in the uniquely democratic CRASH way and inform 
the wortd of the best Spectrum games for 1984. 



lift,, 



-^i 



-'Cii"*'* 



What we have done is to think up tS categories , and on the 

facing page there is a large form to remove from the magaiine 

This should be filled in as indicated and sent back to us as fast 

as you can. At CRASH we are not only democratic but inimitably 

generous too - so the first 1 5 forms drawn from the bag on the 

dosing date will earn their senders a voucher for £1 worth of 

software and a CRASH T-shirt - so sending in your form makes 

sensel 

The results of the voting will be published in the December issue of 

CRASH and the highly valuable certificates of accolade will be 

awarded soon after to the winning companies, amidst a suitable 

fanfare of traditional glossy magazine hype - can you resist it! 
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BEST PLATFORM GAME 

TiOe 


PfmkKtt 






BEST MAZE GAME 


rtOAX/tt + 






8ESTSH00TEMUP 

tWft 


PftstkiC&f 






BEST (OVERALL) ARCADE GAME 


ProA^esm 






BEST TIXT-OHLY ADVENTURE 

r«Bfl 


^KnAtcrn 






BEST TEXT/GRAPHICAL ADVENTURE 

TIM 


ppoduoif 






BEST SIMULATION 


PioA^m 






BEST STRATEGY-SIMULATION 








BESTWARGAME 


Fi^iAiOf 






BEST BDAHD/CARD/PUZZLE GAME 


Pmbcvt 




~ 


fl£ST STATE OF THE ART AWARD 

For tti© mo®r outsmnd^ng pfogamrrHnQ achievement ol i iM 

rihji 


FNwiyov 






BUMMER OF THE YEAR 

Fof the moei outsiarx)iT>gtv bad oame of 1964 

jT.n„ 


Pvodumr 






BEST UTILITY PROGRAM 


PFOduCi* 






BEST HARDWARE ADD-ON 

Titl* 


PiHiLnV 






BEST LOOKING ADVERT TO APPEAR IN A MAGAZINE 

1 fm a Spectrum product 


CCFrtp*ft¥ 
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CRASH READERS AWARDS 



Most of the categories are self-explaratpry . but by 

Strategy /Simulation we mean games like Dictator. Dallas eta 

YotJ do not have to vote in every category if you cannot think of 
any1hiF>g suftable, but obviously, the more you do fill in the 
bttter. 

Fomis should be fetumed to CRASH READERS AWARDS, PO 

BOX 10, LUDLOW, SHROPSHIRE SYfl IDS to arrive no laier 
than Monday 22nd October when the draw will be made. 



Name . . 
Address 






Postcode 



I «' h K « HI Ad 



Voting Form 

Ptease cut this page from tt>e 
magazine (of ^end a photo- 
copy (f you pfefer - we wrti 
accept writlen entries on your 
own paper as well as long as 
they are laid out in the same 
manner as this fomi) and send 
it back to us as soon as poss- 
ible Don t forget to put yoyr 
name and addresa on the 
form )n clear handwriting 1 

In eac^ category piease 
enter thie name oif the game/ 
product and ihe produoer tor 
whidi y ou wish to vote. Please 
note; games must have a 
copynght dale of 1984 to be 
eliigiible The collated results 
will be pr esenied as a winner of 
the award with two runners up 
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DIX MILLE 

Producer: CX.S. 
Memory required: 48 K 
Retail price: £2.99 
Language: BASIC & 
machlnacode 
Author: G. W. LtwthwaHe 

Another flatna from tti© Chartm 
Ch^ftie SuQBf budget ranga. 
an another Doard style gaFtw - 
this time wifh dice For experts 
In ttie fore^n longua Dtx M/We 
Should pros^nl no problorns, 
but fof those who don t know 
mat Calais is onfy forty minute 
from Dover by hovefcraft, ft 
means ten thousand, and 
thats the poinis you're 
expected to score tn this dice 
garne, 

It can be played by orm per- 
son against the oomputer or by 
gp to Six ptayers wtth the com- 
puter looking after the dice and 
scores Each player is oiven 
m dice to throw and the 
object Js to score points by g&t- 
ttng wi ruling combinations of 
dice. You soofe 50 for any five, 
1 00 (Of any one. 1 000 for three 



throw the six again, There are 
bonus points tor succassfully 
throwing only one dm Ttw 

Same ends when all players 
ave had the same nghber of 
turns and one has scored at 
toast 10.000 points 

The screen display has a 
strip at the top tor the six num- 
bered dice, and below rt an 
information and scoring area 
which pfompte fh© pfayers. 
Players names can be entered 
at the start of play, fncorreci or 
Invalid entries are error tmp- 
ped and an explanation of the 
ifault given II a winning combi- 
nation happens to be the first, 
third and ntth dice in the row, 
the entry Is s\m^ made as 
■13S', 



CRITICISM 

• This is arx>ther ganie which 
is very sjmple to play tkut which 
relies on the intrinsic interest ot 
the si mutated game As a 
garne Dtx Mttle is interesting, 
although it iar^t m muoh fun as 
a solo game. What makes this 
program so effective is the way 
the dice are portrayed. Whefi 
i you throw' each one appeam 




N4^lv tfriiHTi ind ankmilvri i\a lit ■ lyrprLU Ifltl lil Olz Mllli. 



3000 for a combination 
erf 1-2-3-4-5-6. tSOO points for 
ttiree pairs and 1 00 x the face 
value for thfee of a kind. 
Should you score a flush or 
three pairs your six dtce are 
thrown again. 

After the first throw the 
player must take at least one 
sconng dice and then throow 
the rennainder or pass to the 
next player, Any Scoring con>- 
bination (eq. a one a five and a 
five) may be mmomd before 
throwing or passing on Obvi- 
ously the less dio3 there are to 
throw the iess likely the clmnca 
of getting a saoocKl scoring 
combinfltJon. If a player man- 
ages to remove all six dice 
successfulty. tfien he may 
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in 3Dp spinning round until it 
settles, getlfng bagger all the 
while. It's an effect that worfcs 
really well and is a constant 
delight to watch Quite a bft of 
tfiCHighl must have gone into it, 
becwjee you can see the three 
^des of a thrown die ar>d they 
are always accurately pN-e- 
sented with the right number of 
dots showing on each side ' 

• Oix Mille (FrRncais tor fen 
thousand) i^ a sort of poker 
dice game tt's concept is 
SimplB m design I fouf^d H 
chaffengmg lo play Bnd re/a- 
n\^0lY addictive, if you have 
any int&rest ^n dice games like 
rhi$ then you wilt be hooked. 
With the ptayef options it 



should make an excatlent 
perty game 

• 'This isn't exactly what you 
would call an essential compu- 
ter game to own. but it did keep 
me at it much longer than i 
thought would be the case at 
first. It's all quite nicely done, 
with rather good grapnics for 
the dice being throvt^. and you 
don't have to wait around at all, 
as everything happens vary 
fast. Don't make the mistake I 
nnade at first of playing a fruly 
solo game If you want the 
computer to play against you. 
you mast enter its name as 
ZEDX . otherwise the computer 
will allow you to carry on play- 
ing and scoring for ever arid 
evef; An interesDng dice game 
arKi at the price well worth the 
mor>ey/ 

COMMENTS 

Control keys: nymerics plus 
i for throw and p for pass 



Joy slick : not needed 
Keyboard ptay^ very 
respinsive and last despite 
BASIC entry routine 
Use of colour: very limited 
Graphics: srmple. but 
etfective 3D dice and throw 
Sound: simple beeps 
Skill levels: 1 
General rating: above 
average, mildly addicttva in 
one. probabFy a very good 
party game, and good value 
for mooey. 



Use of computer 63% 

QrBphlcs 49% 

Playability 72% 

Getting started 63% 

Addictive qualities 68% 

Value for moriey 70% 
Overall 



65% 



STRANGELOOP 



PrcKJucer: Virgin Games 
Memory required: 4aK 
Retait price: £5.95 
Language: macfiJne code 
Author: Charles Goodwin 

As Chnstmas approaches, 
Wrgin Games are on the war- 
pam again, wtth a new batch ot 
games (of which this is the 
first }, new programmers and a 
totally new look in packaging. 
Gone are the broad stripes, in 
comes a game-specific cover 
ar>d detailed instructions, very 
free of hype 

Strangefoop is certairtfy an 
auspicious start - a mammoth 
arcade adventure style garT>© 
with 240 rooms to expbre. 
Your mission is to regain eon- 
trot of a robot controlled space 
factory whldi has been taken 
over by aliens wtw are reprog- 
ramming the robots to destroy 
Eirtfi Ho maps of the fadory 
e^isl; indeed fK> man tias step- 
ped looi inside tor over lOO 
years. All you krww is that itie 
envifonment is despefalefy 
hfcostile- no OKygen. no gravity, 
wry high temperatures arid 
razor slkrp industrial waste 
(swarf). The obtect is to readi 
the central control room, but 
Niis ksn 1 just a case of stumbl- 
ing around until you fir>d it. 
There are many cksiacles to 
overcome, many objects which 
must be cdtocted to he4p you 
on your way. 



Voyr equipment is a space 
•ult and a laser which flrae 
straight ahead or diagonally 
upwante. The iaser can carry a 
maximum ot 99 changes, and 
these charge padcs am one of 
the rnore vital objects thai you 
could find (yir^g around- 
^xrther is the jet cyde whk:h 
has been left behtrKJ from a 
^evious service of the fadory. 
mis is a bit otd and thirsty on 
fuel, so keep an eye out for fuel 
cans. The swarf, being razor 
sharp, creates leaks m your 
suiL which releases your pre- 
cious oxygen even faster than 
it should, Bui patches are 
somett^ing else that is to be 
discovered. 

The screen display is split 
into two unequal! halves, the 
larger, at the top. being the 
playing area representing one 
of the 240 rooms These have 
a variety of industrial equip- 
ment in themn alt robot control- 
led of course, various exits 
which are indicated as semi- 
cifdes cut from Hie thick 
screen edge wal. md tie 
ra20f*edgea swarf ttyfng 
about. Here, also, can be $#dn 
you: a large character in ^mr 
space suit 

Below the playing area is the 
status panel. On the left is the 
suH slalus showif>g numbers of 
leaks arvd patches held Then 
the lasef status sivowing t>ow 
many ctiargias are held. In the 
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oentre ^ a podceis irKilcator 
H&fB any useful objecls picked 
up are shown and rnay also by 
used \y^ seieciir>^ ihem with 
SPACE and the dJreclion keys. 
Fuel level is indicated for th$ jet 
cyde H you are using \l your 
Hves left and a compass which 
always points in the direction of 
the control room. Fir^lly. there 
19 5 by 5 grid of the rooms 
immediately arourd you. with 
yours in (he centre, This shows 
the ey^ttB m tho 25 roorns. A 



appear? very quickly t)^caxj^ 
of the Flash Lo^d system 
When you start to play the 
game you'l) find it hard to 
describe tiecause it's not a 
pJatfomi game and it's nol 
really an arcade adverrture as 
such. Its a - well. Hi tet you 
decide. Even though its a baffl- 
ing game at first, it s very good 
and smooth and the sourid Is 
good too This game is cef ■ 
tainty tun to play and addictive 
If somewhat difficult to ufKter- 



Vend-o-maDc machine (but 
whore's the money la put in the 
slot}, and although may ietf 
you thai robots can be given 
objects you may be carrying 
for them to i^e, Oy^y dont t&tt 
you why you should want to fn 
tacf. its a great mystery ot a 
gam& with cotourfui. vaned 
and well animated objects that 
makes you want to find out 
more. In play, Strargeloop 
do€snf let you down, bec&use 
it's immeaiately exciting and 



fun Or}& for a fong fime ptay- 
tng and therefore addictive. 

• 'The leleport stert to each 
life is very useHjl an addmon, 
as it avoids you entering a rtew 
lite in an instant death position 
(WW in Jet Set Witiy), and adu- 
«lty offars an advantage 
tiecause you may position 
yourself up above an othier- 
wise Impenetrable platform 
that before you died you 
cou Idn t get around. So there is 
actually, at times, a tactical 
reason for getting killed off! IT 
would be lizard and unfair to 
Cfrticisa Strang&foap m a short 
space bemuse there is a lot 
goirpg on, and it will take rna 
quite a b^l of time to get to the 
bottom of rt. but I will, because I 
want to. Thfs is the vety best 
game virgin have evef pyt out 
tor the Spectnjm, bc#i in con- 
ten! arid in kwks There em 
nioe touches too many to men- 
lion. InducUng the comic style 
written comments. Highly 
recommended by me anyway f 

COMMENTS 

Control iceyft; preset as 
cursonwith 1 to fire 
hortzontaHy, and to fire 
diagonally, but all keys are 
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magfenta room indicates 
Memspwarf is present, one with 
Ihi |rt cycte symbol indicates 
the presence of the cycfe. and 
a yeltow orie is the eontrd 
footn. 

Each life i^afts with you in 
the teleport, a square whtdh 
inay be moved with the dir^:- 
tion keys to line place where 
you want to materialise on the 
acraen. Because of the size of 
Stenmfoop, a SAVE md 
LOAD facility is provided. 

CRITICISM 

• Strartgetoop has a wonder- 
I ttil loao}r>g xs^een whioh 



stand at times Ft s sure to be a 
h'rt wtth almc^t anyone. All in 
allp a great program and a luin 
about from the people who 
Ijrought you Yompf 

• 'Strangetoop is orw of 
those games that take a kmg 
time to find out e¥erything. It 
comes with very detailed 
instructions, but these oniy 
scratch the surface. They 
don't warn ypu, for instance, 
about the viie \/at$ of green 
iiQmds that kill, rwr the fioors 
that open up beneath yoUr 
They don't teff you about the 
various tempting things that 
could be usefuf tike the 



Dare plfqpiptttiis mission? 



• GMOiimtlicililv * 

ittfpiliff mmi I. jiiilii f£ 
Ht^tttATV l« Ci 



^Ihl control mkcliM, 



%f 






»>i|fiwHiTttnk$&iitii* 




^B MitMi^t^mmgr^t^n^., .^' 
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UMr^d&f inablep SPACE to 

acHvate 

Joytticfc: aJmosi any via 

UDK, bu! a twJn-flre would be 

usafuf 

Kayboard play: rdsponsira - 

control takes getting u^ed to 

(no gravity don'l forget) 

Ua« of colour: oxcelleni 

Qriphtea: vary good 

Sound: good 

ShIII Itvela: 1 

Lives: 6 

General rating: an Ifivolyed 



ar^d involving game, wWi 
plsnty of playablHty and 
chaltenge. 



Use of CO m putor B6% 

Graphlca 87% 

Playablllty 82% 

Oatting atarted S9% 

Addictive qyalltlee 85% 

Value for mairwy 867o 

Overall BS% 



SPACE ART 

Produoer; EciipM 
Software 

Memory required: 16K 
Retail price: £2.95 
Language: maoHlne code 
and BASIC 
Aultioc: M.V. Gavin FRAS 

Space Aft is a genuine oddity 
of a |>rOgram. [! isn 1 a game, rt 
Isn't reafiy a utility, atthough the 
pictures generated by the 
program can be merged with 
the user's own proprams if 
required, and t1 isn't an 
astronomers reference guide, 
Its auttw>r. M.V Gavin (Fef- 
tow of ttie Royal Astjonomical 
Society) has craaiad a prog^ 
ram that is a form of computer 
auto-art. VarkHJS reatufes 
have been used to create an 
endiess supply of vi&uats oon- 
nected wrtth space Tr*ese fea- 



tures include a sun and its 
refteciion in the sea. the North- 
ern Lights, planets, moons and 
Saturn in various phases, a 
space plattorm, starship. vari- 
ous spacecraft and Jet firght- 
ers. Nearer to home Um fea- 
tures kndude a distant dty of 
ttie future, desert, sea and 
headtands lutting into the &aa, 
and mountains 

Th& drawir>g is designed to 
give a 3D effect, which wortts 
very effective^ on some of ttie 
pictures. The pictures take 
between 1 and 50 seconds to 
appear depending on the 
complexihf of the elements, 
and watcning eact^ one build 
up is half thefascinahon of ms 
program. Remember thtose 
Items ofi children's television 
where an unseen hand nrtakes 
a drawtr^g appear as if by 
maple? 

Edlpse refer lo this program 
as a kalektosccpe'. and it s a 
good descrjplion of the affect, 
mere ks literally an endless 




Space Art 



smmiii 0f imaQes being gener- 
ated from the visual vocabiJ* 
ary, ^K>ne of them the same. 
Each pkrture remains on the 
screen lor sist seconds after 
generation This speed of tur- 
rK]ver has rather good com- 
mercial potentja] for clubs and 
shops as a window display 
material . While it is on screen a 
pf ompt appea/s ai the botlom 
tellir^ you to press any key if 
you wish to save the picture. 
Should you do so. the prompt 
titianges and asks you to give a 
file name to the picture for Eater 
toading. When this has bem 
typed in. pressing any key wM 
allow you to save the data to 
tape rf you have one ready In 
the cassette recorder, me 
moment sabring is complete the 
compute F gives a beep and 
bu^^ gets on with tfie task of 
buiWing the next picture. This 
beep is espedaify useful if )^ 
have a monitor or television 
with a powerful interteferice 
field wt^ich destroys the quality 
of the reoordlng. and has to be 
turrsed off durfrra a SAVE. The 
saved SCREENS can be 
toadied back at any tfme irtto 



On« oi the many screens from Space Art 




the main program t^y BREAK- 
kng Sfisc^ Aft and typing in as 
a direct commar^d: 

F0RF=.1 TO 10: LOAD *"* 
SCREENS: NEXT f 

ttwn pressing ENTER Restart- 
ing Space An is dor>e by using 
HUN ENTER. 

Ijidependent of Space Art Urn 
SCREENS can be baded 
using LOAO'VODE, In this 
way they c^>uld be used as liiie 
SCREENS for home written 
programs if a suitabe one fits 
Itie program 

Spac& Art te certainly an 
odoity and it does have limited 
appfk:atkm for tfie general 
user, but tt is fun to watch, 
some of the imag^ are 
genuinely sun^eal and it is cap- 
able of genefating a piety re of 
beauiy. H i\ had been highly 
pdced i1 would n I have been 
much use to anyone, but at 
£2.95 it may well appeal to 
mariy who want to use the p*c- 
tures In title screens or use 
them as guides tor drawing up 
their own, or. perhaps. ttx)ie 
wtK? just like watching pk:lunaa 
appear 

RCXSERKEAN 



HYPER- 
ACnON 

Producer: Silversoft 
Memory requirdd: 4ftK 
Retail price: £5 J5 
Language: machine code 
Author: lain Hayward 

Silversoft produced a highly 
successful oddity of a game in 
WomB Thmgs Happen At Sea 
- a recent CRASH SMASH. 
Now they return to more tradi- 
lional arcade pastures with 
Hypafaction - the name of tt^ 
game is in the name of tt% 
game, a fast and furtous compj- 
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IhB fifit scM««nr 'Snappfet Trappdr' 

latfon o1 Ideas which have 
been piji together in such m 
way that they franscend tfie 
ifKhvidual ingredients. 

If you want an identifying slol . 
for %peracfion. then it wouM 
be Pengo me#ts Pacman, a 
randomly generated sefies of 
mazes in which certain of the 
iquare btotiks can t>e pushed 
or burned away so that you' 
can scofe points while avofd- 
hg the chasers What is attrac- 
ttre about Hyper action is tfiat 
each maze is in effect a differ- 
ent game wHh changed game 
rytes 

SoTT^etirnes, having ttl- 
leeted the objects on s^een 
(muatty four), you may have to 
make youf way to the centre of 
Oie screen and a flashing bloc^ 
tp get to the next level, aome- 
^m&B jusl completinig the task 
Ike eating all the blue in Arlic 
Jdtyfl^. is enough. Each 
screen has its own titfe like 
Snipper Trapper, Artie Jetly - 
tlsh^Hie Hampton Nightmare. 
Return of Ihe Jelli, and so on. 
One rule which ia standard la 
that you must not pu^h a block 
over a ysefui or colectibte rtemp 
flOf over a chaser, or you lose a 
ffto. This mear^ you have w 
weapons and must survive on 
ridi, speed and a good eye 
AFWrther poirtt is tt^ time limit 
for each screen, which affects 
your score, and that all impor- 
ttmt hi-soore overall. If n rurrs 
out completely then you lose 
another life 

Pushing the biocks arou nd is 
Sirm)(e enough usir>g direction 
and Are. T^e Weeks, unlike tn a 
Pengo game, only move one 
square per push, so they can 
be used easily anouoh for tac- 
tical t>k>cking Shou^ a bfodc 
meet arKJthef btodc or fh© 
■creen ec^e, then a fyi4ief 
pwh will bum it away. 



CRTTiaSM 

• 'Hypemctkm is a good old 
fashioned action arcade game, 
but its a )oi tougher man most 
you II trr>d on the arcades, and 
atthough it is otd fashioned in 
the sense of being a sort of 
Pacman and Pengo or 
Freez Bees, it isn't at all old 
fashioned in the sense of 
YAWN. In fact Its one of the 
most chaljenging games t've 
flayed for ages For a start off, 
^e graphics are marvellous, 
iaroe and fast as well as 
de&IM. for another the chaa^ 
era are very, very intelligent 
and once one is on your taJI 
you re as good as dead. 
Strategy is tne ody tactic to 
use. moving the bUocks about 
to trap the chasers. ] like the 
fact that each screen is ditfer- 
ent - I don t know fiow many 
(here are because I haver?"t got 
thfough more ttian foyr at tnle 
point - tHit that fact atone 
Keeps you wantif^ to have one 
rfftofe go to see rryoy can get 
onto ariottier screen. A simple 
Idea that is very playable and 
maddeningly addftitive. Great!' 

• B&aunhit COfOurs and 
tove/y, wefi animated large 
graphic characters which 
nmvB $rtJoothty, maka tftfe a 
very ptayabf& game in fact tha 
coiouf is just spat on. Thm is a 
vary diffiauft game and wetf 
worth th9 monay for the hours 
of tun ifs going to provide, and 
i certatniy haven t got all tfie 
way through yet by any 
means. The sowtd has been 
wetf used e$ wet! to add to /f. A 
good combination oftwooid^r 
garrw types to m&ke & rt&w 
rm>dem one. ' 

• Hyperaction certainly 
nmans what tt says! Fmatrat* 



Ing isi^l a word I've used to 
descrit)e a stjaJghtforward 
arcade atvie game forages, but 
frits orw oefinitefy is! The com- 
tt nation of no defence and 
chasers that are as rnean as 
any Tve ever seen makes it a 
sweaty game to play. The iBO. 
Wmt you can't squash your pur- 
suers make life very hard, and 
tt*ere are a number of tiroes 
wt^n I've k^ a life because of 



that naturai reaction to try and 
pet one of tt>em. All the graph- 
ics are exceflent, and the way 
the mazes are generated for 
each screen is a delight. I liked 
this game very much/ 

COMMENTS 

Control keyi" Z/X left/right 
CVK up/down ,.0 to push 
Joyttlck: Cursor, Kempstofi, 
Sindair 

Keyboafd play: very 
respor^rve and good posiitkNis 
Use of colour: eKcellent 
Graphics; varied, laige. 
srnciolh - very good 
Sound: very good 
Skill levels; 1 
Uvea: 5 
Screena: n^ny 
General rating: highly 
addtetive, an original mix erf 
Iwodder ideas that makes for 
a playable, hi -scon ng game, 
and good value for money. 

Um of computer 77% 

Graphic! 82% 

Pityatjirity 89% 

Getting started B0% 

Addictive qualttkM 91 % 

Va I ue for mofwy 85% 

O^tfill 84% 
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Outperforms any Spectrum interface 



Ibe unique Turtx) rrteiiace fmm Ram gjv^ycu al these 
features - and more - in one unrt 

4= A vanety of liiteflaces ixAjdir^ Rmi cartndges, tvvo 9^vay D p^ 
Ibr stardaitl joysbcte^ PLUS M expansion tits at rear 

^ Compat)t3le wrth Kempston and Pmtek protocols 

3fE Works with iatest Qu)d<shot Mk I auto rapid>fire )oyst)cks! 

4^ Choice of Rom cartridp or tape cassette softvygre. 

4e Instarit prrigTarr) badirie with cartndge sdtware: 

a|c BultHH power safety de^/x:e - urique Id Ram Turtx). 

9ft FJ one year guarantee. 

aft Immediate auailatiifaty- 24 Hr despatct^ on receipt of 
PO./ credit card detab (cheques- seven days). 

)ft lncre(ijlev^ije-or^£22.95, 

So dont wait arojrxj - 5«nply complete 
the coupon and send K Id us today. 



Or cal our credit card hot kne on 02514 25252. (Access and 
Visa welcome). 

Ram Electronics (Fleet) Ltd, lD6Reet Road, Reel Hampshire 




Reasesendme: 

, Spectnjm Turtw Interfacets) a(t £2255 



24 Hf 



+ £1 p^-p (Cft^fseasmie^ i3p+pj 



EU 1 I I I I I 1 I rm i 

Name 

Address ^^— _^^^___-,^.— . 



^z^\ 



.1^. 



b RvnGeacncsfletfJLKl )06n«etlta>ilFlBi(.HanKKtinGLiU9Vi 




J 

lade and export enquines welcome 



• • 



itatacom Distribution Ltd, sole UK 
Distributors of Datafax 3" Disk Drives, 
proudly announce the introduction of the 
New Datafax Spectrum Disk Interface. 

The Interface conn^ictof Rts neatly into the rear 
expansion slot on the Spectrum via a high quality, 
gold plated card edged connector, and still allows full 
usage of other peripherals (Printer, Joystick etc). 
A lystem read button b also included In the Irttcfface conneclDrH 
The dbk opening syntcm. design^ for the Hitachi 3" dbk drive 
iisc« only BK of ii*€f mei™>nr and gives easy to leam cofiunnndi 
Iq mn the ifaive. 

The Interface comes tomplete witfi Utility Oi^Sih and 
comprehefislvc D^tafiiJt Disk Intefface Jnariual. 
Also sui talkie For 5 V* single stded drtvcs, ^^ ^ 

Statacom Price £75 vat T 

As a special introductory package J 

Statacom offer tlie Hitachi 3' Disk I 

Diive Unit complete with Power | 

Supply Unit, Utility Dis k , leads and I 

cables plus the new Interface at ■ 

only £245 « \fhT inom^wF mi « vat> ! 



••• 



» • • • 
• • • 



••• 






i • 
18 QROVE ROAD SUTTON SURREY 



Tel 01 661-2266 



Mfimfr 



Addrefii 



Tel, ., „........,„„ ™....„„. 

I fGenerous E>ealer Terms available i 



Ptoase fek reqylrement$;: 

D Full Brochure Pack 

D C>ealef lnfC]rTtidftk>n ow 

n 3TechDrtflils 

n Iniefface Detolls 




TAPE COPIER 5 

■nd now 

MICRO DRIVE 1 

FULLY deiaiM insEruchons. aoii USEA frigidly prQQrams 
TAPE COPIER 5 (TC5) makes e$sen!sal BACK-UP copies of Air 
i^pe s 16 4flKi incSudrnq headerless. H/C, unstoppable 

* CONTINUOUS LOADING o1 pmgram pans gmmg 
massiwe saving ol time and I rouble 

* M Drive - thss extra opiion GENUWEIY copies BASIC, 
M/CODE ^ arrays onto MICROOfllVE 

* Verifies Repeat copies Program name plus HEAOER 
data Ma rrages p rog rams octupying f ul 1 1 6/48 K 

* UPDATE service tor old customers E2 00 

TAPE COPIER £4.50 {WITH MiORlVE OPTION £5 50) 

MICRODRIVE ONE (MD1) 

«K Spectfum osmefs wilh m/dfwcan WOW tr^mi^ the 

M AJORfTY of lh0^r ptograms |»nc hta<l^r1$S3 tong pnograms. - 

lho$e m\\h LOW addresses'' say 1 6384} 

TCS trarvslsra rh& bytes, tiut MOl has 5 programs lo HELP VOU 
gellh^rn njnoing ■ 2 "CAT" hoi/sehSftpifig progirsms 
li^udii^ advance haad€)r reader, prckgr^markmtysis - other 
programs to produce Itm m/code you need MariLKal has examples 
- exarcLses 

TC$ * MDl OffefB an unnva^led opportumty lor you t& Miy utrlisp 
yOuriTvdrmi 

MD1 costs a mere £$.$0- 

OVERSEAS eu^tDtners jdd t1 Itiropt, £2 attiers fcir ^ach produci PIpu 

send SAE for flnquines 

m Wrtfl (W ^ PRQDUCJS A fUii MONEY BACK GmHMTf£ 

LERM.O«RtCRl, 

10 BflUNSWlCKQDNS. CORBY NORTHANTS 



¥ 
I 




Gameforanng... 
GAMES alfizaa 



I 
I 
I 
I 
I 
I 
I 
I 
I 



Hm UHiCilG 9tN4iRK Md M$ llul rl won t be long till 
■CinifTiAAJ Afid ift WAS Umf we did fometNngaboiil d m, 
iifiitf IIk CfHJ ol ittVVMBttA, wc v^kl be leJimg ^^ 
»WT CHAigff itJht ■PiaA U.y hmwckp prkg ol 
ii3» IfBlMl ol Htt un^ prteK «! ts^f ancl i7.» - 
thtf's a lAVWKS of bftrntn rwHtrfy il^CNI and IS.OO per 














^rtii priH tiwn *7pfj*l" I j^i 

ftii J wry II m J l i gwpt '* "- ^agfii*M m*^ P $ c«^ -^ "fliaM Jit frtl' 

v¥r^*^ — - - r r^nirtir Tii ' li niriM ilifiijir iiiliti i iii 

piiiii T I aiiiiiia I mi ■^■■■■r II r i n, 






- VIM noFtfr c |ri^ <ffipnCpr CuN 



■Ktl aaT AM ap doitt ti4i d^o*^ ohm CtAiiRmi it thv 

L i.OIHpfkH.^irnpiyi«fidACJwqi]*arFO#Dril.Mfei 
ypM wwH ptiii sop pcrgUat and niddiM fli pi i um 

ywjQjmiajtoiht'ciuuirTiiiaiJlwtcjyr 



■ACM 

nuiiy CAJWa Syou 
Dfp*i1inifll Will 



Dwulnw^ virnn Cwnn. 2-4 V^mcm ¥wd. Pbrtobrito Rud, 
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FOR ACES 
ONLY 



^^ 



Dogfight' IS an exciting 2 player, real time game with 8 levels of ^ 
difficulty, for 16 and 48K Spectruin, the Electron, and the BBC Model B. 

Its true to life action including moving aircraft, rotating propet(ers, i 
explosions, sun. moving cloud, lightning and ground effects, aid you in your 
objective to shoot down or out-manoeuvre your enemy, simulating real 
aircraft movement through keyboard or joystick, 

AVAILABLE THROUGH GOOD COMPUTER STORES EVERYWHERE 
Spectrum £6.95 Electron £6.95 BBC Model B £8.95 
BBC Model B disk £11.95 

Includes VAT and P&P if in the U.K. L 

Also available for the BBC fVlodel B " A MAZE IN SPACE"' £8.95— £11.95 disk 

SLOGGER SOFTWARE 215 Oeacon Road. Chatham, Kent 
^^ ± Tel <0634) 811634 




THE EASIEST 
WAY 



BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 
FIND! 

All you have to do is fiti in the form below and tend 

it off. We still offer a FRBEPOST ordering service, 

but please remember that it can take three to four 

times longer to reach us than ordinary First Oias 

post. If you would prefer a speedter delivery then 

we recommend you use a stamp. Orders 

received with a first class stamp will be 

despatched within 24 hours by first class post. • 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY 8E | 
ORDERED BY MAIL USING THE ' 
FORM BELOW. 



CRASH MICRO GAMES ACTION ORDER FORM 



T«l«p»iofit LydJDw (€514) Si 10. 



Ticic 



Pr&ducer 



h«x4in|t And inc kv^i VAT O'Uh NlcrQ 

iheiyM idd H9p pw lt«fvi for p^ii 4ihI 
pRtki^i Ouiii4t£irop«. pltii«i«rictfirti 



pofttl Of 4tri ^4/ibk l«- 
^MSHMlCftOVfwn 

Sivrlinf ch«qii«f cir 
GlfQChH|uti. 



SubTotil^C 

Less Discount £ 

Total £nclo»dl 



Ammjoi 



Nam«^ - , , , , 

Subscriber No 
»l applicatjlQ 



MMft^mmm. 



PoitcQd« 



SPECIAL DISCOUNTS 



£1 
50R 



OFFANVORDEflWO^rH 
MQRf IMAM £20 



OFF Afgv OflDEn WORT^' 
MORE tHAN CIO 



Sorry- only ONE voucfwr p«r order f 



CRASH MICRO, FREE POST (m>$(ompre<|t//re<^), LUDLOW, SHROPSHIRE SYS IBR 
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KOKOTONI 
WILF 

Producer: Elite 
Memory required: 48 K 
Retail price: £5 J5 
Larvgyage: machine code 

Elite (s the new company name 
{or what was Richard Wilcox 
Software, who pfoducad Blue 
Thunder Kokotonf Wiif is thm 
flf^t relea^s^ urK^r ih0 n^w 
name and is set. acccwrding to 
Elite's advertising, to matcfi Or 

Kokoloni Wilf is the nam© of 
the hero \n this multi -screened 
game wKh ^ locations, and 
you piay Wilf himsalf , Legend 
fias ri ihat several hundred 
years ago in a province of 
Northern Eurqpe tiere lived a 
Great MaQldan. who disco- 
vered that 11i#r€ had once 
eici^ed a Dragon Amulet. 
fragniefvls of which had been 
scattered Ihnoughout time. The 
Great Magictan wahted to 
recover alt the rragmenrs, but 
by the time he had made rhe 
dis^avefy, he was too okl to 
undertake the mission himself 
So he summoned his athletiD 
protege. Kokotoni Witf. gave 
him a pair of wings, and sent 
him off in search of the frag- 
nnents Firstof all. theMagidan 
sent Will back more than 500 
million years to a time when 
OinoMura roamed the earth. 

The ot^ect of thB game is to 
search for the various pieces of 
the amulet, whic^ resemble 
gfowif>g Stars of David, some 
63 pieces, and then when all 
Ihe pieces have been found 
and cofleded from one time 
zone, the Magician has 
enough strength to create a 
Hashing timegate which Wilf 
miist ftnd and enter to gel to Ihe 
nejct tim« zone 

There are six linne lones - 
teSBC. 1066. 1467. 1784, 
1984 and 2001 . and t>etween 
10 and IS! tooations within 
each time zone, which are 
linked in a nnaae fashion. Each 
time zor>e has its own distinct 
cifaphics from the period in the 
nrtt there are dinc^aiirs, 
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Two of itm time fones Irofn KpkotcMi» Wilt 




pterodactyls and saurians, etc. 
In 1066 there are ConquefOfS. 
long bows and warriors: 
alchemy makes an appear- 
ance next, foliowed by the 
Spanish main pefiod. 19S4 is 
represented by townsoapes, 
starting ofl with Trafalgar 
Square. And 2001, of course. 
is full Of hAoon stations, shu1ti% 
and space paraphemaiia. 

Wilf is controlled very simply 
by a lefl'righi key and a flap 
wings key. He has no 
weapons, arxl must survive by 
avoiding the vahous obstadas 



and hazards which kill on con- 
tact These tend to follow strid 
patterns of movement, left to 
right, up and down. Ravelling in 
a diamond shape and so on. 
As the time zones progress, 
the amulet pieces are to be 
found in harder to reach spotS- 
EKits from any location, which 
may t>e up, down or sideways, 
often lead into dead ends, or 
dangerous spots. 

When Wilf has collected the 
fragments, he has to make his 
way back through the maze to 
a spot where the timegate will 



be flashtng arri run over it to 
enter the next zone Elite are 
running a competibon tof the 
first too people to finish the 
game On eompletton of the 
last screen a m^sege is 
printed up telling the player 
why the Great Magician sent 
Wilf to recover all the pieces of 
the amulet, and it is this that 
EJite mmi lo know for you to be 
a winner The prize will be a 
free copy of their neMt game, 
the otWciaJly licenced version of 
the 20th Century Fox TV 
Sehes/The Fall Guy\ 



1 



cnmcisM 

• This is an odd ganie in rhai 
the further you get into th@ 
mmy diffefenl levels, the more 
playabia and artraciive it gate, 
Graphics on the first time zone 
am well dr^wn and move 
nicely, although there aren't 
rrar^ to give the avwage 
games player much trouble 
Further on in the game this 
Eharjges. Pieces of me amutet i 
require much mare skW to co4- 
led until the po^nl \s r(meh(B<i 
wher^ ev0n one or two pixels 
can mean the diffsfence in oot- 
lecting part of the amulet or los- 
ing a Tile. Graphics and use of 
odour also improve as higher 
time zor^es are reached. You 
look like something from the 
douti^ with the nice trapping 
wings. arxJ you rnove smoothly 

j and fairiy quickly (alxH/t JSW 
sp&ed) across the screen. Thi:5 
game has a fair amoufit of con- 
tent, although the main thlr^ is 
seeing tt>e many different 
sc^e&rts. Overall, a progres- 
stve skj}l type game wtth pnsnty 
to see and to do - worthwhiEe 
buying" 

• Tes. you are WILff No ordh 
riBfy VVitf but a v0¥Y uf^ordinafy 
Witt with wings! {WbIL it you 
can ha^& Waliies, why rtot 
rnt^p Effta seem keen to 
pmmotB the compamon b&f- 
WBen Kbicotoni Wilf and Jet 
Set waiy. Weil it does h&ve 
Btements of JSW except that 
WHly jumps and Wi!f flies. This 
tfoes gi¥e a quite dftfetent tee/ 
to the game and it may be 
argued that strBtegicai jump- 
ing is harder than ftaUng 
m^und to coitect things, but 
Eftte have ensured that some 
0/ the ^mutet bits are very hard 
to gef ar indeed- Where it etso 
msBmblBS JSW a bit is in the 
way the time zonm are like 
finked rooms of a maie com- 
plex, also ^at you ha^e to 
learn' your way atjout each 
lone to avoid the nasties, t tike 
the idea of h&virjg different 
time zones, because ft m^ans 
the graphics chenge w^lh 
every screen and that adds to 
9w wid^tFVity. A good iookmg 
game, quite hard after the ffrst 
screens, a/»d very ptayabte. ' 

# Kokotoni Witt is an estC^lont 
platform type game with rr^aze 
overtones and lovely graphics 
Witf can fly (nice fieliooptar 
noise from his wings) and walk 
He c^n also bang his head on 
tfta roof of a cave and get stuck 
in a crevM^ at the most Bwk- 
ward moments. The animation 
and design of the vahous 
hazarite is vary good. One 



thing you're not told is !hal 
iraranate objects of certain 
colours kill you Off if you bump 
into them - but I won't say 
whkti as that would spoil the 
lun K's nk}e to be able to 
accetss all three of the first 
screens, because once you "ve 
mastered those you don t want 
t5 tiavi to ¥mp wadimg 
through them again d you get 
killed off on a higher level 
OveralJ. ari enjoyaUe and 
addictive game t thought. ' 

COMMENTS 

Conlrol key a: ZJX left/r^ht.O 
to fly ^ screens 1 to 3 may be 
aooessed by pressjng the 
appropriate nurr>0ncal key 
Joystick: none, but oontrol 
keys am best anyway 
ICeytooard play; very 
responsive^ weU taid out 
Use of colour: excellent 
Graphics: neatly detailed, 
varied, smooth pixel 
moverr^ent, gerwally very 
good 

Sound: good flapping sound, 
ovefair a bit limited 
Live«:6 
Screens: 63 
Cpeneral rating: a novel 



looking game which efnptoys 
well tested f outines to make it 
addictive m play. 

Use of computer 82% 

Graphics 88% 

Playabifity 83% 

Getting started 83% 

Addictive quailttes 83% 

Va I ue f o r m oney 85% 

OveroJI 84% 



AHHH!!! 



Produoer : C,R,L 
Memory required: 40K 
Retatl price: E5.95 
Language: machine code 
Author: Adam 

Ahhhl Here we go again - fas* 
tefi your seat tselts for the far 
unoharted regions of shoot em 
up space The a]^e^ m^ght is 
about to onsla Light once more 
In this last action game. Your 
mission is to clear the six sec- 
tors of the galaxy of their viol- 
em inhabitants Your craft, 
nalu rally, ts of the latest type, 
armed with a kill-0-zap laser 
arxl expehmental anti-matter 



cloaklr^ device. Use of the 
ck>ak dbes use up precious 
fuel however, as those who 
have seen Star Trek tf will 
know 

Each of the six sectors con- 
tains three waves of attacking 
alier^ and after each sector 
yoQ must dock with the supply 
sMp to refuel Fuel and taser 
temperaiufe gauges are 
shown on the sides of the play- 
ing area. The laser ceases to 
work if it overtieats until lime 
aJlowsittocool. 

In play, as you nnay have 
already guessed. Ahhh*^^ is a 
ga I axo- variant with your ship 
moving teft aryl right al tf» 
base of the screen and ftrtng 
upwards at the jigging aliens^ 



*«iwt wMfi I«t1 ipli It AMfel 





L 




each wave of which are differ- 
ent in appearance^ These 
enemy c^aft get lower and 
lower in rardom patterns, 
some of them dropping bombs. 
When three waves have been 
successfully defeated, the 
screen cuts 10 a shoi 0I the 
refueling ship above your cfatt, 
which automaticaliy moves 
upwards of its own accord, 
while you must guide H into the 
docking ba)^ to refuel. 

MhhW is Currah micro- 
speeds c^impQlible, and this 
device rnakes ttie most of the 
arcade effects, with vkjce 
warnings atxxjl tosier tempera- 
Jura 

CRmCISM 

• Ahhhm isata^ shoot em up 
ganie with graphics that are 
large, fast and weJI animated. 
The sound coutd have had a 
tittle more action or a couple of 
tunes to liven thinga -u^ a bit 
There are 18 typee of iten in 
separate waves, and as you 
progress onto higher levels 
thefe are largef numbers of 
Ihem. I found the shield pmnv 
unusable because, as wm 
most shiefds. it's hard to use rt 
in t^me and ^t also uses up a lot 
of fuel. The one thing that really 
annoyed me was the key posi- 
tions, which at first I thought 
were alnght, but after about 
hall an hours play, my harxte 
and firtgers started to ache I 
didn't realty enfoy this one as It 
becomes a bh boring |u8t 
shoottng. dodging and cursing 
the shield button, 

BJypical shoot em up game 
here which is rather fast After 
much ptay^g f r&Aiised ih^s 
was a good ^ing as anything 
less would be bonng by 
todays standards There's a 
bit of variatmn in the docking 
sequences. Generatiy |h# 
graphics are up to the stwf- 
dard one expects no w and this 
IS a fairly good shoot em up. *? 
a way it's similar to Arcadia, 
although not quite as modt 
After en/oying this game treah 
feed Iftaf there ts stilt some fife 
tett in the shoot em up categ- 
ory 
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Hm bturr li fw tnfin^ tA dock wltl^ i^ fihltlllni tlllp tbov*. 



• ^ This must be <mB of the Fas^ 
test solelY shoot em up games 
I ' ve p lay ed for a long while - it ' s 
speed, m lad. is reminiscent o! 
Arcacfia, although it doesn't 
play the same way. The praph- 
ics are targe, very coloumj) and 
last with 3 reasonat>1e variation 
of atien types Like so many of 
those po^t-Galaxian type 
gtfftto, f found it became bof- 
irig ffher a while, bul what can 
you expect from a simple shoot 
em up? If you want one, then 
this is reasonabte The addi- 
tion ot Currah speech does 
add a lol to the otherwise 
Hmfted sound eltects^ 

COMMENTS 

Control keys: 1/3 lefl/fight, 
to fire, for the shield 
Joystick: not really essential, 
noTO provkJed 
Keyboard play : responsive. 



rettranablB poeltons. 

although one reviewer found 

them tiring attef a while 

Use of colour: well used and 

variat^e 

Graphics: large, fast with a 

feasonaWe amount of 

anrmation 

Sound: good with Currah. a 

Jitlle Ihin Qtherwise 

Skill levels: 1 

LlV€s: 3 

Screens: 1 8 wa^^s {^us 

docking screen 

General rating; above 

average shoot em up. 

U S€ of GO mputer 63% 

Grapfiics 70% 

PlayabflHy 60% 

Getting started 65% 

Addictive qualities 59% 

Va tue for money 47% 

Overall 61% 



TERRA- 
HAWKS 

Pfoducer: C,R,L. 
Memory required: 46K 
HsMilpnca: £6.95 
Language: basic and 
mchine c:ode routines 
Author: Richard Taylor 

Quite a k>t of software houses 
recently have been vying wtth 
each other to seciM tia rIgMa 



ysi hi TifTsbiiiffci, 




to w#l known TV series to pro- 
duoeoDinputer game versions 
This is C.R.L's bid for top view- 
InQi figures p an adaption of 
Geny Anderson and Chris 
Bun^s series Terrahawks 

in some respects, aJthough 
not visuaHy, T^nahawm 
resembles their eartier Omega 
Run - a 3D mis$>oh lo tly a craft 
to a certain designated spot 
using a range finer and com- 
pass beanng. Its author, 
Hichard Taylor, has previously 
produced the utility programs 
Hi-R&s for the ZXfll and Ftfth 
for the Spectrum. Chris Burr of 




^Lifffh 



^ 



Anderson Burr Pictures has 
said tt\at Terrahawks is 
uncannily similar to the open- 
ing sequence of the TV prog- 
ram and that the game repres- 
ents a masterpiece of prog- 
r&nmtng creativity. 

in fact its 3D vector graphics 
do worl^ well, but are nowhere 
near as fast as some existing 
games and not a patch tor 
speed on Design Designs 
DarkSmr. 

Your mission ks to fly aofoss 
a landscape dotted with large 
tower blocks called Crystal 
Towers and find the entrance 
to the Time Vortex which will 
lead you onto the fwxt stratum 
of the game. You start oft flying 
at 199 feet To gain entrance to 
the vortex, your t>eight must be 
not more ttian 40 feet, prefer- 
ably about 30 feet There is an 
intro sequence to each game 
which shows the eftec! ofyour 
craft t>eing pulled into a b4ack 
hote, The garrie takes place 
wtiin the confines of the black 



Bebw the view&creen is the 
tnsinjmeni panel Thte 
includes a status boafd wttfi 
lives, shields fyou start with 5. 
after that a collision wtih a 
tower wjil mean crashing^, 
Eevel you have reached ^id an 
altimeter, htext to the status 
board is a compass, wtitch is 
used for fine ad|ustmems to 
direction dunng \he approach 
to the von^x entrance Tfm 
right hand txaard oontair^ an 
attitude gauge, fuel gauge, 
rar^e finder and a close range 
scanner The range finder 
uses a bar which decreases 
with distance to vortejt, arid 
above it is a light which is red 
when off course and green 
when on course tor the vortex. 
Wt>en ttie vortex is a short dis- 
tance away, it appears as a dot 
on the scanner, and by using 
that afid the compass you 
should be abfe to line up and fly 
into it 

Enterir^ the vorteis. which is 
a long line of rectangles, the 
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hole, and the ot^ect is to suc- 
ceed in getting through the var- 
ious strata to escape at the 
other erKi 

The screen is c^yided into 
two, the top half being a vl^ew 
through the front shield of your 
craft. Hece you can see a dot^ 
ted lloie representing ihe fwri- 
zon. and the wire Irame 3D 
tower blocks whic^ appear and 
move towards you, ControJIing 
the direction arid height of your 
craft attera the perspective 
view you see of the towers, it is 
possible to fly upside down if 
you really feel like il The 
iiighef you fly the more fuel you 
use up bul the lower ievels 
mean dodging mo^e toners or 
having to shoot more of them 
down with your timiled supply 
ol antimat [x>lts; Towers hit by 
these are knocked down in 
height by increments. 




game ireezes, informs you of 
your status and then lets you 
continue When approaching 
and leaving the vortex, you 
must be carefuE not to impact 
with its sides or lop The r>ext 
stratum up contains more 
towers, arKj more high ones. 
Tf>e other difficulty is ti^al your 
fuel and antimat tKjIleis are rK>l 
replenished so you must com- 
plete your task with those in 
hand 

CRITICISM 

• 'A (aifly fast moving wire 
frame graphics game wh^ch is : 
very playable Untortunately 
the instrument panel at the tiot- 
lorn of the screen is pretty 
inpomprehensible and I had a 
)ot of rrouWe making my craft 
fly the way I wanted. The 30 
effect is as good as most wire 




irame graphics ate. but ihey 
lend lolose theif 3D wti&n you 
get r>9ar to the ground. The 
vortex is very hard to find and 
wTnafi you do, it's almost 
impossible to enier as it is so 
Mar to the ground/ 

• This is not a t&rribfy f&st 
game -but it's not all thatsiow 
eithef What makes ft dtfficuft 
am bH tha towers constantly 
kerning up. Tha cotour has 
tman used quita wait and the 
sound too Lffie graphics dont 
wnd to work very wei! whan 
cto$a up and at rtm^s you are 
controntad wi^ a forest of var- 
ticai fines Wfthout a clua as to 
what is what, but thesa ara 
quita good m ^e distanca. t 
woutdnt calf tha 3D afkct 
suparb, but affactiva anough 
to craata a sansa of depth, t 
!fka tha black hota' affect at 
tf?e start of 0a gama Thf$ is 
ona of tha t>e$t ganrtas front 
C.RL which hoids anough 
chattange to ba piayabte. ' 

• Tarrahawks is dtffiojrt, 
which w^itl probably mean it 
appealing to lots of people. 
aHnough it isn't particularty last 
and the trip to the vortex takes 
some minutes, tt seems a pity 
that the so called mathemati- 
cal calculations referred to in a 
pfess retease i saw have tailed 
to take account of the fact that 
i>bjects moving towards you 
appear to irave'l faster the 
nearef they get. these actually 
sbw right down. Still, the 3D 
works well unt^l you are low. 
after which it is more a matter 
cf fuck than ludgemarit. Sue- 



Use of computer 

Graphics 
PlayabiUty 
Getting started 
Addictive qualities 64% 
Val y e f o r m oney 65% 
Overall 69% 



71% 
74% 
76% 
62% 



VERTIGO 

Producer: Unique 
Memofy required: 4BK 
Retail pnce: E5.99 
Author: Jose Manuel 
Qyjerrez 

This new game from Unique is 
from a Spanish software house 
called Ventamatic, whose 
gan^s Unique are mart<eting 
in Britain 

Virtigo is a targe maze 
complex shoot em up in the 
manner ol Doomsday Castie, 
Pyramid etc There is a visuat 
msemblance to Jetpac and J^f - 
rmn in as much as you are a 
space suited character with a 
letpad^on your bad<. equipped 
with a laser in hand and ready to 
deai death to the numerous 
MartianSr 
Ttie objed of the gam« is to 



get through the labynnlh ol Mar- 
tian Tunnets by (ixating the 
seven keys which open the tre^ 
asyre d^st at the end. Each 
tunnel, or room, is guarded by 
Martians that fly about Irying to 
kill you off (by contact as usual) 
To gel out ol aach sectpofi of the 
tunnels you musl deslroy all the 
guards frrst Doing ihi$ opens up 
the doors, either horizontally or 
vertically The room may have 
some standrng plailo<ms and 
one or more treriches in the 
Hoot These are often uselu to 
duck into when threatened by a 
low flying alien 

Ha^ir>g finished a screen, it 
clears and returns alientess and 
with all doofS open for you lo 
move into the next. Before this, 
tha map appears which shows 
the location of all the roorris. 
There are 256 of them There 
are aiso several different types 
ol alien wEth vaned characlens- 
bcs, and your man is one ol the 



cessfully entering the vorte* is 
quite thrilling, however, espe- 
dally after the battie to find the 
damned thir^! After playing 
Tarrahawks lor three or fo<jr 
hours. I came to tf>e conclusion 
that it had grown on me, and 
ttve reasons for playing another 
game were largely based on 
the judgement needed to con- 
serve fuel and bullets at the 
right moments lo make sl»c- 
cessive levels possible/ 

COMMENTS 

Coritrol keys: 1/Q up/ckawn, 

9/0 left^right. ENTER to fire or 

cursors 

Joystick: AGF. Protek. ZX 2. 

Kempston 

Keyboard play: tx»th options 

are rather awkward and key 

response is quite slow 

U«« of colour: good, wire 

frames are in green on black 

Graplitcs: effective 3D which 

tends to t>reak down the closer 

objects get 

Sound: good 

Skill ievelei 1 

Lives: 3 

General rating: a playable 

and reasonably difficult garfke. 

a little on the pricey side 

perhaps. 




largest graphics of its type in 
any shoot em up game 

CRITICISM 

• This is the best ol the Ven- 
tamatic games I have seen, 
even i hough ii doesn t have a 
loading screen VmIioo 
is fun to play and the 
graphics are realty nice, espe- 
ciaJly your man who looks like 
Jetman s elder brother (he s so 
huge)! The sound isn s too bad 
arKl il contains litUe lun^s f^ere 
and I here, like I he riow immor- 
talised theme tune from Star 
Wars when you ask lor inslr\jic- 
tions. It s inevitable thai this will 
be compared with Pyramki and 
nghtly $o as it bears a strong 
resemtiianc^. The conlrois are 
responsive and well lard out, 
IfiQbigh when you are chan^ng 
rooms ihey t)eQDme over^ 
responsive AJl in ail, a good 
challenging game, not ajcactiy 
up to Pyramids high siandard. 
but csfteiniy worth considenrig. ' 

• What first stnjck ma about 
this gama is tha soe of you' - 
you re Br^arnmus^ Bui waH de- 
Halted and you move axcap- 
tiOfmHy fast Ati&ns are vaned. 
cotourful and coma m ttofd^ 
You dont stand a char^ca with 
that many became for a start off 
you af a art easy target be*ng so 
b^. and seoor^ly you mova so 
quickty, it's diffhuit to firm up a 
shot h $ unusuat to have a nmp 
which shows you where tha 
keys are ar}d wfyere you can 
gain extra tives. AnLtn a room 
mdkmtes an extra ate if you can 
macbHinUme. On sii^een these 
app&m-ashemte. The map also 
acft& a maze game atement 
because m^ tmve to find the 
best route to get ttw keys and 
ffmn refach ttm treasure at the 
end^ t think the man moves 
about much too quickty and 
totalty spoils the piaifat^tity of 
the game, arid zapping atmi^ 
fends to get a bit boring. ' 

• Vertigio has very 
fine graphics which are wetl^ 
coJoured and move very 
smoothly, as do 'you'. But your 



man is diHicult lo ODntrol as the 
responsiveness lo keyboard or 
loysbck \s last and over vioiient. 
Added to this is your sue whch 
makes it hard to avoid al^ns 
Olherwtse the game pr ovries a 
lot ol scope for wholesale des- 
truction wilh some strategy ete- 
meni thrown in with the mass*ve 
maze ol locations 




COMMENTS 

Control keys: alternate keys 
bottom row (eft nqht, 2na row 
thrust. 3rd row to fire 
Joystick: Kempslon. AGF. 
Protek 

iteyteefd pitty: vefy 
reaponavQ, at limes over- 
responsive 
Use of colour: good 
Graphics: smooth, fast and 
detailed 

Smmd: good tunes, not 
continuous soufid but well used 
Skill teveii: 1 
Lives: 3 

Screens: plenty of precedents, 
but ger\ef ally well implemented 
Orlginatfty : well worth 
consjdenng. generally above 
average 



Use of computer 


73% 


Graphics 


71% 


PlayabiJity 


68% 


Getting started 


77% 


Addictive qualities 


62% 


Value for money 


65% 


Overall 


69% 
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Unce upon a time, omv ^„o 


mmoaore owners couio expenence ine innii oi piaving an ongmai 
?' Minter, Lesser mortals could only sit and stare in wonderous 


■r 

qaine 


by Jdf ' Awesorm 



rapture at the furry arcack action brought to ymi by Uamasoft. 

BUT NOW THERE IS HOPE. 

Dragon owners were the first to see the light of day. but now 

Salamander Softu-are is pleased as punc h to announce that self rted titles 

ARE NOW AVAILABLE TOR THE 48K SPECTRUM. 

Yes that's right. Salamander \b now pr(>ducing titles for the Spectrum, and the first of these 

are twtj great arcade games • * * 

METAGALACnC LLAMAS BATTLE AT THE EDGE OF TIME * 'V.^aI^. 

Oil d lorjniii ohstTViiliuft |iuHi <il tile ed^* ul ilu^ yrilrixv^ ihv M^'Mlhiiiuii^u'dit for 

a sign ul Ztyaximx ^piiicebliLp^. SuddeiiLy I he aldnii t IfixcHi"!! likirt'. «iiuJ iho furry . 

hri^nds of frecdfirii ru^h to ilw for^ only to find that therf arc no dUiirkirig 

spacp^h ips. and t hat i hi^ m^ u mler attack from Cyborg Arachnid Muiant s and ^ j * 

This clas^sic arcade qm^e. origiiiaHy cfc'vdoiiferf by Jeff ' Aweisome" ' ' ^ i 

Miiiit'r of I Janiaiii »h . features t aiul 2 player f jptk^us. Sipiti ing \ * 
Uanias, CylMiTa Afaihr^id Miitanis, Di^igiisling Wieeviloid^, 99 1 
levtb ol play. Jtjystkk ret (imnicnd*>d. Supi>orts Spectnun ZX J 
InieTface 2 and KefOpMuii jciyslick^. ' . . 10 

MATKIXi GRIDRUNBIEII II \ \ ^ 

h is I en years a her ilip iiil.iiiHiUs Grid Wdrs. and J U * 

h u ntanity is once aga i n t hreateiwd by ihir e\n] dr oids. 1 \ I ., . 

< jnly t h i^ 1 inie t hev' re back in force mt h new weapons 1 A^ ' ^ k 

and riew allies. M \ i ^ 

The awesome sequel to ihe best selling Gridnuiner, \ i l 

Matrix feaUires all ihe old favourites like Droids and i 

Za|>pers, but increa^'s the panic quotient l>y adding 

Diafltoual waves. Cosmic Canretokls. Energy deflexors, 

ihe Snitch and nwre. 

Ganve originally dwelnfjed liy Jeff 'Awesome' Minter of 

Uama'^ofl Joy^ijck recommended. Suj^ixirl^ ^ 

Kenipsliui and AGF jov'^li< '^ inSeriacw. 

Ill space, only tfie catm^s c<vn hear y<Hj scream. 

What »0me iamous people have said ... 

"What's an arcade gaiiit^ Aris«i>lte 

**A^<*Mime*' — ,™_^» , , JeflMintei •'^ 

*1 puffer elephants" ^__ HannibaJ 

'tkm't hiKMM iiH^, Tni utily tfte piiino player^ Eiton ik^n 

"BoJng'' „„.__ ^—Zebedee ^ " 




3^.-^; 



Plett^ udd SOp P.&R to ail order i. Send AS SA£ iof luJf catologiie. 
C fit^qu^ lU po^a] Of ders payable 1 o: 



^(> 
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17 NoHolk Road. Bnghton, BNl lAA. Telephone: {0273) 771942. 

48K SPECTRyM TITLES ^'nx rir/!-s (^^aOabk thrmh (Juu kvM I) LU. 

DRAGON 32 TTTLES G*.dniiH»f£7.95#t««Z(*wt7W v-— v 
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You'll never dream a program 
could be this good!!! 




Join Wally in his nightmare 



Sensational Software from 




44 The Broadway, Bracknell. Tel: (0344) 427317 

AMiMbla (Of Conunodorfr S* and S|>«clruin 4BK 



A NEW DIMENSION IN 
RMMIiy ENTERTAINMENT 




NOW AVAILABLE 

For SPECTRUM. CBM 64 

COMING SOON 

Versions foi BBC. Electron, Amstrad. Ortc & others 



April 1 4th 1912 On hei maiden voyage 
the Titanic hit an iceberg and sank talcing 
wiih her a vasi fortune m gold 

Your mission is to raise sufficient 
finance and equip an expedition to find the 
Titanic and it's lost gold. 

Easy!! Well it could be but with 460 
possible locations for the gold you 



DEALEX& CoflUct yotif noimal do'iibutoi oi Ting us du«ct 




need to watch your divers" air supply. 
You begin your search when suddenly 

...well that woutd be tellmg wouldn't it. 
Comes With Cunah Mibro Speech 

(Spectrum version only). 

Number one in our new range of games 

designed for family enjoyment 

Fantastic value for money. 

R.R.P. £7.9S inc VAT 



t Send t»Tou LtfSM ijiMlKV ptioqrajn bH 
vtattatnoaHOW 



R&R Software Ltd. 5 Russell Street Gloucester GL 1 INE 

Tel (0452) 502819 



WIN AN ELITE DAY OUT 

WITH r 

PROGRAMMERS OF 



KOKOTONI WILF 





To ttie winner a I Itiis cimplrtion, softwam house Elites ang otfefing a speciil 
dsy oul ^i&h inclLides lunch with the programmer ot Iheir eicrling n«w 
anade cpme KOKOTONI WILf After tui^ch Ihe i^lnner will be taken round 
Gii'tonicas. set where the qames are designed and programmed, and will 
be able to see a special version ol KO KOTO hi I WILF being prepared Same 
alterations wilt be made lo the enisling game belore their very eyes and Ifie 
ntw preflram will incorporate the winner s name wilhin the game to make a 
pfrsonaland unique copy for the winner in lake away with them. 

All you have to do i^ examine the two seemingly ideitlical drawings laken 
(mm the game s tover and spot the 12 differences behween plctyre fl and 
picture d Cirtte the differences on pitlure E, remember to I ill in yotif name 
and address, and send Ihe lorm bad lo us at: EUTE COMPETITION. CRASH 
MAGAZINE, PO BOX 10. LUDLOW. SHROPSHIRE SVB 1DB to arrive no latei 
than tirst post 2^ Oetolner . The fiitt coned entry drawn Imm the bag will win. 
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PROTOCOL 

GAME CONTROl 
CUSTOMISING 

for the ZX Specfrum 



FEATURES 

* Compatible with ALI^Sjipc frym 
softwarp, 

* Hardware propramnied by iinifjue 
'Cjjstom Card' - simply snap into placef 

* Direct addres^sing ensures optimum 
response time. 

* Pre-programmed cards for AGF/Protek. 
Kempston and ZX Interface 2 protocol. 

* Side entry joystick port eliminates 
■lying leads. 

* Low power four ix, design. 

* Recessed Computer Reset button for 
clearing machine code programs. 

* Rear expansion port. 




Uses no memory or 
back up software. 

Up to five individually programmed 
Protocoi 4's per Spectrum for multiple 
control applications. 



Protocol 4 i$ a completely self contained jovstick interface. It takes all sticks, inctyding Quickshot 
]] with Vapid fire", or trackballs, and allows them to work with all games. 

Because il is fylly programmable you can customise game control to your own requirements Le. 
put the 'pause-game' facility onto an unused direction of the jovstick for real armchair control. 
Likewise you can disable any joystick functions that you find annoying or probtematicaL 

The Protccol four utilizes hardware programmed technology to achieve replication of any key 
on the keyboard. 

This is implemented by a unique system of 'Custom Cards'. They simply clip in immediateiy 
configuring the interface to replicate any keys. 

No tapes to load or contortioned joystick movements are required to set it up, all programming 
is retained by the cards. 

To make the Protocol 4 even easier to use it will come supplied with 4 preprogrammed 'Custom 
Cards' that wiil make it work like AGF/Protek, Kempston or Sinclair ZX Interface 2 adaptors. 

All 'Custom Cards' can be infinitety re- programmed, if desired, or extra packs can be purchased 
to enable a whole dedicated control library to be set up. 

Diagonal mofvement is automatically available once the four normal directions are set 
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STORY BY KELVIN GOSNELL© 
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DRAWN BY OLIVER FREYr 
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Next: Graveyard of the Starships. 
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ALCATRAZ 
HARRY 

Producer: Mastertronic 

Memory required: 4SK 
Retail price: £1.99 
Language: BASIC 
Author: B. Jones 

Atcatraz is the famous old 
Amerioan island prison in San 
Ffandsco Bay. The cover ot 
thts new game from Master- | 
tronic - a unique btend of I 
arcade, simtegy and adven- 
ture' - has a oowr which mn- , 
forces the belief that il is an 
American prison break game. 
So it oomes as rather a sur- 
prise to discover in the on- 
screen instructions at th^ start : 
mat you are in a pmon c^mp | 




cars which can be used for driv- 
ing back to compound where 
the equipment must be depo- 
sited. 

Han^: rf that's who he is, is 
moved abotrt by iour direc- 
tional keys. Setting off from the 
compound, he can be moved 
to any other screen by touch- 
i™ the edge The objects to be 
collected, which consist of six 
types, ropes, ladders, wire cut- 
ters etc, are usually found on 
(he rnaht of the screen while a 
bfocknouse or guardhouse is 
on the left. The camp peiimeter 




Mn^iz »ifTT - Ibt ai» irlti IM bfolu Itfi - i liiif Oiy iHlir Kti^ 



from which you nr^ust escajpe 
with seaef files that the allies 
need Souncte more like rhe 
Second World Warf 

You siafl lim game in a 
compound into which you must 
p^ace 30 itenis of equipment. A 
flashing X marks the spot at the 
bottom centre of an 8 by 1 8 grid 
(144 squares). You cotTect 
Ncape equipment as you 
move around At the start you 
are told the sector number 
where tfw secret files are to be 
foundt omm alE the equipment 
is ooMeclad. and your present 
sector number is displayed 
whenever you want in a status 
report. After «)llecting the 
equFpment you must make 
^our escape via a hole in the 
North fence after passing 
through a minefield. 

Besides yourself in the camp 
there are guart^ who will 
afrest you tor loitering should 
return to that sector again, 
there are tunnels whjch lead to 
Dlher parts of the camp and 



wtiat it is, it does repre^nt 
vaJ ue for money at £1 .99. ' 

9 'Although you are affowecl 
to see the gnd wnh the 144 
SBCtOfSiri the instructions, and 
are ted to beliBve that rhi$ into 
wHl be repeafed if you pr&ss S 
for status, it mnt You are 
merely told which sector 
number you are fn -no indiv&- 
tion as to how the sectors a/e 
numbered- That means that if 
you are going to take thegam^ 
seriously you must map your 
moves, espeaafty if you don't 
war)t to run mto a guard tor the 
second time and get arrested 
The reai potnt fS wh0th0r 
you re gomg to take the game 
^enousiyf To my mind it is 
good vaiue for a young chitd 
playing with a parent, but for 
anyone sertousfy considering 
an adventure with arcade 
overtones, I wouldn't bother, 
Atthough the guards too* 
authontfcatly like World War I 
French sofdiers {f?}, Harry 
looks tike Mr Midshipman 
Easy dancing a hornpipe. ' 



square are indicated by the 
fendr^g. tf Harry goes into a 
tunnel there is a screen show^ 
ir>g a diagrammatic cross sec- 
tion of the ground with the tun- 
nel burrowiir^ urtder the i 
imagined wall of the two con- 
necting sectors Should he 
escape wjth all the equipment, 
the minefield part of the game 
takes the form of M^ned-Out In 
reverse, you are shown the 
positions o1 the mines very 
briefly and thari have to work 
youf way across Help is givers 
by the border colours which 
warn of the proximity of one. 
two or three mines a step 
away. 

CRmCtSM 

• The graphics in this game 
are of a reasonable si^e but 
are not terribty well animated 
(in fact your man tooks Ifke he's 
had on© over the limit) ! Overall 
the game is not eKacthy a great 
game but on the other hand fof 



• 'Where does the unique 
bJertd ot arcade, strategy and 
adventure' description fit into 
this game? A very primitive 
idea and program. You (well 
your legs) move in a very odd 
I fashion, almc^t as though they 
have been broken This game 
te very stiil in ttie sense thai 
rK>thing seems to move or 
happen Keyboard layout is 
good but response time is 
slow Colour, sourtd and graph- 
ics have been poorty used Stti 
not realty worth me cheap 
price." 

COMMENTS 

Control keys: Q.A up/down, 
0/P left right. S for status 
Joystick: none 
Keyboard play: very slow 
Use of CO Jour: below average 
Graphics: iarge and ungamly 
Sound: poor 
SkJ)Mevels:4 
General rating: below 
average to poor in execution 
and content. 



Use of c o m p uter 4 5% 

,1 Graphics 41% 

Playablttty 31% 

Getting started 5B% 

Addictive qualities 31% 

Value for money 49% 

Overall 43% 



RED AHACK 

Producer: Unique 
Mennory required: 16K 
Retail price: £5 99 
Language: fnachine code 

Red Attack Is a Gaiaxo- 
varianf Sfxaot em up with 72 
attack waves, six waves to a 
leve< with 9 different types of 
alien. As usual you laser base 
can move left and right at the 
base o1 the screen but iiike 
Arcadfa, you me allowed lo 
nwve up the screen, in ttiis 
case, right to the top. Your ship 
falls back under the force of 
gravity quite rapidly. The aiiens 
wrap around vertically and 
tKrtizontalty 

There are two speeds for 
laser fire and two playing 
spee<te seieciaWe from the 
front-end menu , and it is poss- 
ible to enter any stage between 
levels 1 andSwithoonsequeni 
lorterture of lives. What makes 
Red Attack unusual is that the 
computer will keep a high 




UNIQUE 



score tabte goir^g for up to 9 
players 

CRITICISM 

• A fairiy boring shoot em up. 
b^ast the aliens arnl jump over 
them as they come towards 
you There are 72 attack 
waves (which J got nowhere 
near to finish fng). I found tiis 
one boring and uni«nteresting 
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with j@rl<y graphics and rio var* 
iaHon in me ganis Itsalf/ 

• 7\tot mi^cft fo say about 
tfiis stoof am up. it soon gets 
^Bty monotonous. Gamss 
from this time fast yBBr surpass 
this onef The gmphics w© 
large and smooth-ish but ar# 
alt very similar if} design and 
mohofj lf$ genQfatty not chai- 
tBrtgmg enough and hardty 
iives up ro the name Unique ' 




"f 



• I reality think it must be a 
misidke to conrm out wrtti such 
a simple shoot em up game 
like Red Ait&ck these days, 
'Galaxian' style shoot em up 
have had their day really, and 
this is a very simple one Half 
the atmosphere is lost at the 
start by playfng on a ^^ite 
screen, which makes some of 
the alien c^att. whefi yetlow or 
pale bfue, quite hard to see 
well. The )a$0r ette& is fine. 



Control keys: usef^efinable. 
leh r^htup and fire needed 
Joystick: almost any via UDK 
Keyboard play: rasporisive 
enough for the game 
Use of colour: poor really » 
paste! coloufs on whFte 
Graph lea: large sized, but 
somewhat untm^inative, rK> 
animation and jerky, rather 
pfBdictable attack rnovement 
Sound: very good 
Skill levels: 1 
Lives' 5 per stage 
Features; fpr between 1 and 9 
players if des^ red 
General rating: fair to below 
average and not very good 
value for money by today s 
standard^ 



Use of computer 


55% 


Graphics 


50% 


Playability 


40% 


Getting started 


65% 


Addictive qualities 


35% 


Value for maney 


48% 


Overail 


49% 



FRANK N. 
STEIN 



Producer: P*S,S. 
Memory required: 48 K 
Retail price: £5.95 
Languaige: machine code 
Aiithor: Colin Stewart 




Frank N Stmn Is a nuls and 
bolts game, a question o4 plac- 
ing the bits in the ri^hl place in 
the right order You play the 
part of Frank himself, a cute 
Kttle whita scientific personage 
(he s presumably as white as a 
sheet having seen a ghost) In 
his mansion, with its various 
rooms, seven bits of the mor^- 
ter he's busy creating a re scat- 
tered about, namely the head. 
ShoufderSi. arms and legs The 
object IS to walk about eoHed- 
ing them m the nflht order so 
that the monster ts slowly built 
upagain^ 

Frank s mansron has rooms 
with several pjatforms in them 
connected by staircases and 
firemen's poles Oddfy. he 
cannot go upwards though, 
except by careful and strategic 
use ol the nurrwrous coined 
iprtngs - well, sder^tists lend 
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to cultivate a batty lifestyle. 

Additionally, there are a 
number ol hazards sloping up 
aixl down the platlorms which 
have a nasty habit of kilhr^g 
poor old Frank off it he's not 
careful On lop Of that, being a 
proficient electrician, there are 
some very poor connections 
lying about which give hem a 
qujck thriH il he treads on one. 

The first screen ^s relatively 
Simple in layout, but progres- 
sive screens become increas- 
ir>gly difficuH to negotiate, in 
between them comes a sec- 
ond type of screen which is 
reminiscent of a Kong game. 
Again there are rnany plat- 
forms with cotled springs and 
hazards The object is to realch 
the top and, as with all the 
screens, press thie plunger to 
deactivate the monster. One 
extra problem with this other- 
wise reasonably simple 
arraogernent is that the mons- 
ter keeps d^ropping white balls 
which fan to the bottom before 
rolling ofl to the right These, if 
they hit a hazard wait lor it to 
pa^. adding a^ element of 
random r>ess to the timing. 
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• This game stalls out as 
being above average, biA as it 
> played you bckmi beconie 



more interested. It has lots of 
little addftioos (like ice 
patches) that make i! better 
After a while it soon becomes a 
good game A fair amount of 
planning is required so that the 
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springs are used to full advan- 
tage The graphics, although 
small are well amrnated 
Overalt, a good game/ 

• iVhai struck me at Iter 
about this game was the 
ch&Brful Bnd cofourtui grQph- 
ics. Pta^ wasn't loo dftTiCiilr - 
justngM The fTfonster must be 
assamdted in & logicaf order 
which fs easier said than ctone, 
whihavcidfng hazards. ThiSfS 
definitely amorrg the best of 
pfattorm games for some tirne 
AddiQttva and great tun to 

• An excellent platform game 
whiDh has neatly detaded and 
animated graphics, even 
though the sound leaves a little 
to be desired The game rtself 
is sat in a creepy old house 
liidtoated by pictures hanging 
on tfre walls, lighlbulbs, book- 
shelves and staircases. I like 
the idea of the activare' control 
instead of a jump button, which 
mearts you can do a lot more 
with le^ keys. The lime limn 
on the assembling screens 
ackJs to the fun, and the loe 
paiches are a nice touch, and a 
hazardous one at that. Very 



addictive and fun to play I'm 
going to get this O^V 

COMMENTS 

Control keys: Z/X left/right, 

SPACE to activate 

Joystick' Kempstofi. ZX 2, 

Prolek. AGF 

Keyboard play; very good 

layout end responsive 

Use of colour: very good 

Gniphtcs: smooth, well 

animated and characterful 

Sound: average, couid have 

been rnore for effect, but mce 

noises 

Skltf level* : progre^wo 

difficulty 

Lives: 3 

Screens: 50 

General mting: a good, novel 

platform game that becomes 

very addictive in piay. 



U se of c o m p ute r 79% 

Graphics 80% 

Playabillty 82% 

Getting started 78% 

Addictive quahties B3% 

Va I ue for money 78% 

OverBll 80% 



WRECKAGE 

Producer: Unique 
Memory required : 16K 
Retail price: £5.99 
Language: machine code 
Author: Oscar Oomtngo 

Another Spanish Ventamatic 
game from Unique You are in 
control of a laser base protect- 
ing a city from the ravages of 
alien %ir)g saucei^ thai 
resemble angry Jellyfish They 
are droppir^ Domhs all over 
the ptace. blowinQ craters in 
the ground. smasJiing up the 



roads, blasfirrg the houses to 
bits arxi crumbling the domes - 
an aSl this under a hot Wue 
summer sky. 

Your laser base can be 
moved letl and right for firing, 
while a vertical sight to the left 
of the screen affects the trajec- 
tory of the shoi (which means 
they must be bullets or sh&lls 
you re finrq « dont lasers 
1/avet instf eight lines)? 

The iT>ore aliens you shoot 
away, the more they appear. 
When your city ts ctestroyed 
the ground radiates lethariy 
and the game rs finished 
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CRmCtSM 

• This new game frorn the 
Spanish company is not their 
best The loadirig screen is 
quite neat but that $ about all- II 
has shades of Psylron (reoog- 
fiisable to 1^ eyes at a trairied 
CRASH feviewer?) in the 
fes{>eci thai you have to 
defend a dty with a laser can- 
non But it's nowhere near as 
graphically impressive m 
PsytfOn Ttie keyboard con- 



trols are quite good but This is 
manned by the tact thai the fire 
button IS in such an akwafd 
position The graphics are 
quite neat and while they serve 
their purpose, thai is all they do 
- no hidden extras: and the 
sound is quite txxing. espe- 
cially with the continuous, 
wearing buzz when you've 
finistied a gamo thai goes on 
until you start a new one. This 
is a very simple game and it 
begins to get tedious after a 




I wfiMe. It may we4l appeal to 
younger Qhildren ttiough/ 

• Wreckage is rather too 
simpte in GOntertt to warrant 
morB thQH a fBW moments 
playtng, which is a pity fat ffie 
very bright &nd rather original 
graphics i found keyboard 
contrai irntating as you caimot 
ftre arrd nfiove af th& same 
time, not evorr ffie sights can 
tm mQV0d teft and up at thB 
samB time. Thi$ gives tha 
afmns a sizeable advantage. 
Agmn, it's one at those games 
S%at would have baeri great ^ 
year ago but looks, or ra&ier 
feels, outdated rmw. 

COMMENTS 

Control keys: Q/A up/down. 
Off* left/right and to fire 
Joystick: Kempston 
Keyboard play: responsive 
but only single control. 



awkward fire position 
li&e of coldur: very good 
Graphics^ neat and detailed 
wrth a limited 3D etiect: 
every! hrng except the atlen 
cratl moves very smoothly and 
fast, the aliens are rather jefky 
Sound: poor 
Skllllevela:1 
Lives: 1 

General rating: lair to 
average, a bit Tow in content. 



Ub9 Of computer 53% 

Graphics 70% 

Playablllty 54% 

Getting started 60% 

Addictive qitaJitles 54% 

VftI ue lor morwy 50% 

OverBll 5«% 



16/48-The 
magazine on 
tape 



Existing technology is often 
tw taratr to overturn than 
Ulopia'iTiongefs would like 
us to think. For many years 
the early railway carrtiges 
continued to resemble the 
old stage coach carriages of 
the foads, American 

Bh i losop her Ma rs ha I 

IcLuhan predicted the end 
of boofcs - in a book . With the 
•dverit of teletext, one could 
be forgiven for thinking that 
tt*e Radio and TV Times 
might have had their day - 
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dppiwntly not yet. Equally, 
the advent of the home corn* 
puter has offered obvious 
opporlunities for the pro- 
duction of computer 
magazines presented as 
software. Is it the end of the 
traditional paper negazlne? 

Chris Passey takes a brief 
look at !6 48 m^gaitne - the 
July and August issues (Nos 9 
and 10}. 

7 6/48 is a magazine on tape 
hence, due to its medium, it 
has certain advantages over 
the papef maaazme and dis- 
advantages The fact that it 
costs C2 99 makes it the most 
escpensive computer mag! Is it 
worth this? Read on . . 

Each issue starts oii with a 
quick look at I he month s offer- 
ings (helplutly. this ks dupli- 



cafed on the cassette infay 
card wvtth space for writarTg tape 
counter readings). The con- 
tents tend to consist of the (ol- 
tovving: a couple Of games 
(arcade etc ) editorial and let- 
ters. the odd educational pfog- 
ram, an adventure plus adven- 
ture tips, machine code 
routine, brief reviews and a 
competition 

Dont expect the games to 
be of CRASH SMASH stan^ 
dard. but some are quite com- 
mendabSe For eJ<amp^e, 
EtBvator in issue 9 is rather 
original and chatlenging with 
nii^ graphics. The editorial 
does not cover anywhere f]^^r 
as much as thie average paper 
magaj^ine The educ^tkxial 
game^ utilities such as mem^ 
Ofy games using languages, 
and lens 'ray caloilattons are 
fairly decent f^ol being much 
of an adventurer I can only say 
that the adventure. The Long 
Way Home, is faJrty typical but 
the 48K version has some 
excellent graphics. Whai 
makes W'4S's adventure 
interesting is that it is a serial, a 
natural KJea for a magazine like 
this The adventure tips are a 
bit long winded lo get at^ but 
quite useful. 

The mnachine code roirttnes 
interested me, some are useful 
such as the screen magnifier. 
which I have trsed out since 
There IS aiso a very good mic- 
rodrive feature (but I su^sped 
the wnters think everyone has 
miCFOdnve). 

But now onto the subject of 
reviews. I found these to be 



very shaffow ^ey basically 
say what the objea of a game 
is with a very bnef sort of opin- 
ion There appear to be only 
about two per issue, but the 
screen pictures are the b^l 
I've ever seen - they are 
screen pK:tu res! 

I found that on each tape 
there were programs that 
inlerested me and there were 
those that did not. This meant 
that to get to a required bit 1 had 
to guess where it was (no tape 
counter)^ This can become a 
major drawt?«d( - access tt's 
easy to have a quick fiich 
through a paper magazine 
over breakfast, but J 6/48 has 
to be loaded Therefore it's noi 
like a real magazine that you 
can picl^ up and read at leisure. 
On the othef hand because it is 
loaded you don t have to type 
in listings (if anyone stilJ does)! 

It s unlikely that you will be 
interested by ©very program in 
each issue of 76/46. so it's 
really up to the individual to 
decide whether it's worth the 
tag of £2.99 (I mean - can you 
see hardened arcaders play- 
ing Yahuee)7 For up to dale 
newsviews or reviews the 
paper mag is still "toj:^'; but i1 
you want a vaned package as 
mentioned here, then it may 
well be of interest to you (and 
It II be fun to see how well this 
review holds up in ten years 
lime)? 

16/46 magazine is pu Wished 
by 16/48 Magazine Ltd.. Chis- 
wick, London W4, monthly 
from a\\ good rrews retail out- 
lets, price £2.99. 



^ 1 



I 



f 



I 
I 




qjeirf rhe tit^ of Dest iifciefr awtmur? 
pTDgf im D^r rmo it^m ^t ^t iwiirv 

Of ihfrte^cnaarvOrigdfiAmuJ— ... _ . 
has E^opfi ^caniHrrttt^pi*gMfie»lorif^ 

m oupfiioyt tmqui^Mirconte ijD 
o^mw mii^ wioers i mm riu|c 

R0ii>3fS| bur T RfffrwarafBf rtcovprrng m 
sf m p r>^ f^ war rami ffte r a* f ne 4aK 
r ' : Qr jm f^afturti a nuffiDer of maior 

iMNP^. tl iTE strewn*! ttm faipn ©f xr^f 

yvnat voiiTe pacing ;it The Kirtt 
c fiar aci tr* at e -irrf c art otm qtijiftv and 
eithttjit rn^f own ym-^u* prcrsofyiOH 
tmprei^ve cia«mi iti Sit wmy lifts #fi*^w 
doiii3t fM cx>tft ic«i>r^Gai and bmrfdued 
«^c»w tftfrv C3^ f ma oiJt lof m#fmew«^ 

Av^Uabi^ S€OtemD€f 15tt1 for - 
Com mofldf « Ad -^ £€ SS tCas^i 
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Every single ELITE' 

product carries the 

unique ELITE" Holo graphic 

Sticker Make sure your 
bpv does, its your 
"irantee of quality. 



iR Spectrum 
! i and Commodore 64 

il Order: Just send a cheque 



[•Mi^i^iilr^ cai all i aiiitftifitii 



oedttcardno. 



Teleofione t092» 611215 Tetex n5622 SPTTEL C. 



